GAMEREACTOR 


PC / PLAYSTATION / XBOX / NINTENDO / MOBILE 012 


ff the first MMO I've felt that can 
actively improve on World of Warcraft. 
Maybe, even in some ways surpass it. 99 


rT Making things bigger, funnier, louder 
and more kick-ass is what WildStar 
is all about, and it's a strategy that 


PC GamesN sets it apart from the other big 
MMO players out there today. 1) 
VG247 
= — 
x ee 
A 


| Available as Standard 
Edition, or a feature 
rich Deluxe Edition, 
which includes: 


e Eldan Hoverboard 
Mount 


e Eldan Dye 


¢ A Retail Exclusive 
Steelbook 


e Eldan Costume 
e Eldan Player Title 


www.WildStar-Online.com 


GAMEREACTOR 


@ 


THE FIRST LOOK AT THE FUTURE IN 
CALL OF DUTY: ADVANCED WARFARE 


PC / PLAYSTATION / XBOX / NINTENDO / MOBILE 


WWW.GAMEREACTOR.CO.UK 
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Gamereactor’s newly redesigned website has been tailored to get the info that’s important to 
you as easily as possible. Quickly too; our news network is updated hourly with the latest 
breaking developments across the industry. New announcements, fresh screens, the latest 
trailers, and the latest deals to get the best games cheaper: it’s all here. We've also got the latest 
hands-on impressions of the most interesting titles coming, and one-on-one interviews with their 
creators. Add to that our dedicated GRTV video channel with its daily live show, Gamereactor 
Live, and you'll see why we're five million strong and growing. Come join us. 


POWERED BY: GAMEREACTOR 


START 


EVES FORWARD 


My leg is tapping a beat on the floor as | type this. The reason (other 
than the third slug of caffeine I've had in the past half hour) is because 
I'm having trouble containing my excitement, not only at the games we 
cover in this issue, which are only the tip of the iceberg, but the quality 
and diversity of the titles we'll be seeing over the next two years. 

That's 24 months rather than seven, Our issue opens with the bad 
news that a lot of 2014's most promising titles are now 2018's leading 
lights, development studios realising they need many more months to 
perfect and polish their wares, and thankfully, their publishers are willing 
to grant them the extra time, even when release dates had been locked 
down and publicly announced. In the lead up to this year’s E3, many took 
the choice to reveal their date change before setting foot in L.A,, likely so 
delays wouldn't be the central talking point surrounding thet title during 
the week-long event: gameplay would be. 

‘And my foot continues to tap, not just from the chance to range across 
the world in a second, early access look at Destiny's E3 demo, or to be 
terrified out of my wits playing a larger slice of Alien: Isolation, both of 
which form the backbone of our oversized Coming Soon saction this 
month, but from glimpses of trailers for the games due in 2015. Before | 
started writing, | took a moment to watch The Witcher 3: Wild Hunt E3 
trailer. Again. 'd suggest you go to gamereactor.co.uk and take a look as 
well, If CD Projekt make good on even haif what they seemed to tease 
during that gameplay-only trailer, 2015 could be off to a fantastic start. 

Because as we argue in our Connected opener piece, we get a better 
‘experience the longer a game is in development. A delay worked out for 
Watch Dogs, our lead review this 
month. While it may be hard to wait 
for Arkham Knight, The Division and 
several other titles, a better, more 
polished experience will make it 
worth it in the end. 
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CONNECTED 


The month's top stories, that 
include the games delayed to 
2016, Batlfield: Harline 

and the return of old classics, 


COMING SOON arr 
‘A.rammed month of brand-new hands-on including our second With the final entry into the 
‘adventure into Destiny, witnessing the awesome power ofa killer Stroot Fighter IV series: 
Creature in Alen; Isolation, and fear personified in The Evil Within, landing, we look atthe art 
plus all-new Homefront: The Revolution, BatteCry and morel ‘commemorating is ava 


REVIEWS 
Ubisoft's newest IP Watch 
Dogs tries to impress us, and 
\we get our detective on in 
Murdered: Soul Suspect. 


SCI-FI WAR SUPER HERO MOVIES 
‘Anow studio, new direction, and a new hope for Activision's Call Starring a dancing Nick Frost, 
‘of Duty series, as we get the first word and look atthe world and ‘a cowardly Tom Cruse, a 
toch of Advanced Warfarel How are Sledgehammer Games trying clawed Hugh Jackman and a 


to.change the franchise for the better? Find out within very angry Woody Harrelson. 


Editorin Chief Gillen McAlister Head Office Gamereactor, Toftebaeksve| 6 Gamereactor's not responsible for unsolicited materia, Gamereactor Intemational is: 


(Gllen@gamereactorco.uk) 2800 Kongens Lyngby, Denmark 
Associate Editor Bengt Lemne Online www.gamereactor.co.uk 
(bengtlemne@gamereactoreu) Subscriptions www.gamereactor.co.uk 
‘Staff Weiter Mike Holmes Circulation 80 000 copies 
(mikeholmes@gamereactoreu) Periodicity 8 issues per year 

‘Att Editor Petter Hegevall Press Stibo Graphics Danmark 

Mag Design Lars Ole Rils Paper Brite Matt, 709 

Web Editor Emil Hall Distribution Pan Nordic Logistics 


reproduction in whole or in part without permission is 
‘prohibited. You're welcome to quote us, but alvays make ——_lantala, Eaik Raja, Leo West, Rasmus Lund-Hangan, Thomas 
‘sure you credit the source 


Gamereactorco.uk is part of the Gamereactor video 


‘Aettu Raja, Kimmo Pukkla, Mika Sorvari, Matti sotalo, Leow 


Bichfelat, Sebastian R. Sorenson, Magnus Groth-Andersen, Jonas 
Damolt, Christin Gaca, Martin Eiser Ingo Dolinger Petter Hogeval, 


Gamereactoris a free magazine published by six editorial David Moschini, Kalle Max Hofmann, Gillan McAlister, Bengt 
‘offices in United Kingdom, Dernark, Finland, Germany, 

Nomway and Sweden. Gamereactor is aval 

‘taller around the country and is issued with a 
periodicity often issues par yer. 


Lasse Jakobson, Kenneth Gant, Kim Bak, 
|, Bemt Erk Sandnes, Nick Holmberg, 
Hair Halldérsson, Emil Ostergaard, Lasse Brondal, Kristian 
‘Nymoen, Tor Enk Dahl, Morten Baskkelund, IngarTakanobu Hauge, 
Fobin Hoyland, Line Fauchald, Nicolas Pothmann, David Caballero, 
Raine Laaksonen, Annakalsa Kultina, Jot Virtanen, Jonas Mak, 


3t multiple 


GRTV Editor Nick Holmberg Marketing Morten Reichel 
‘Ads info@ilikemedia.co.uk 


Hardware Editor Henrik Persson 


altracting a global audience. You'l find the latast rows 
and reviews, as well as previews, features and interviews 
{rom around the industry, Its also the home of GRTY, our 
;professional HD-quallty video section offering tralers, 
‘gameplay and Video interviews. Gamereactor’s on iPad, 
‘mobile and Smart TY, but sadly not on Mars. Yot. 


Gamereactor is issued by Gamez Publishing A/S 


‘games new network, the biggest in Northern Europe and ‘Solin Hughes, 


Social 
Facebook www facebook.com/Gamereactor 
‘Twitter www.twittercom/Gamereactor UK 
YouTube www.youtube.com/user/gamereactorTV 
RSS Feed www.gamereactoreu/rss 


THE WAITING GAME: 
SLIPPING INTO 2015 


Numerous titles have been pushed to next year. We take a look at the casualties. 


It all started with The Witcher 3: Wild Hunt. Early in the year CD Projekt Red 
concluded they wouldn't be able to make their autumn deadiine and achieve the 
level of polish they felt the game deserved. The result? One of our most 

anticipated 2014 releases got pushed back to February 2015. We applauded the 
decision to announce the delay early, not knowing it would be the first of many. 

Ever since, there's been a steady stream of delays, with many publishers opting to 
reveal the bad news ahead of E3 rather than having the delay soil their showing in Los 
‘Angeles. So far that number includes: The Division, Dying Light, Mad Max, Hellrald, 
Quantum Break, The Order: 1886 and Batman: Arkham Knight. 

When a game is delayed these days it's typically attributed to the need for further 
polish, It's a term that's casually thrown around and implies that work is simply needed 
to make the game shine, while in reality it oftens involves removing chunks of the game 
that don't work for some reason. As a production swells in size, it becomes increasingly 
time consuming to fix even the smaller issues in time for launch. 

With The Division it always felt overly optimistic with a 2014 release, and speaking 
with developers confidentially we've learned there is still a long way to go. Anather 
recent example of a delay was Driveclub, which was meant to be a PS4 launch and 


now speeds towards its final (hopefully) release date in October. 
‘The last minute decision to delay was down to Evolution Studios 
feeling unhappy about the user interface, more specifically the 
systems that powered the social experience of the title. 

There are examples of delays that puzzle us. Batman: Arkham 
Knight is one such example. Announced back in March, rumours 
of it being pushed back to 2015 came just a month later with the 
confirmation hitting us at the start of this month. Clearly, they must 
have been aware in March that a 2014 release was unlikely, still 
they chose to get our hopes up. 

What's concerning about the number of delays is that there's 
still plenty of time to hold back more games that are currently 
slated for the holiday season, Remember last year, when Watch 
Dogs and Driveclub got pushed back just prior to their proposed 
release, On the upside, 2015 is now looking like a great year for 
gaming. Brace yourself for more delays, though if it means better 
games in the end, we're not complaining. 


Quantum Break 


Remedy are investing heavily in new-gen concepts with Quanturn Break, and credit to the studio, they're one 
elopers looking to really push the medium in new directions, What we know so far is 
that their next game will focus on time manipulation, and wil interlock with an accompanying television 
series, With so many contributing factors, there could be numerous reasons for the delay 


of the few Triple A de 


The Division 


Ubisoft slid the news of The Division's delay under the radar atthe same time as announcing Far Cry 4 
‘We've heard it from the horse's mouth that the holdup is down toi 
with our source even suggesting that a release in autumn 
Ubisoft is next year, and we're hoping that pro 


ues with the multiplayer component, 
015 is optimistic. Stl the offical word from 
ct, as the open-world MMO shooter looks fantastic, 


Mad Max 


There's not been any official word on why Mad M 


lipped into next year, but pera 
thing for fans is knowing that development holdups here are also likely impacting the development cycle of 
the studio's other key game, Just Cause 3, Obviously vehicular combat is going to be central the 0 
vison of the game, with players clashing cars across a dusty post-apocalyptic vision of the futu 


the most frustrating 


The latest big name to fall under the 
‘we thought it ambitious of Rocksteady to declare their trilogy finisher for this year, and alas v 
all correct. The big draw here is the promise of tearing around in the Batmobile, Arkham Knight is new-gen 
only, so its likely that the transition to working with PS4 and Xbox One was a contributing factor: 


Batman: Arkham Knight STEAD \ 


s announced 
Were proven 


of 2015 is Batman: Arkham Knight. As soon as it w 


The Witcher 3: Wild Hunt 


Its easy to see how CD Projekt Red's ambition for their RPG series 


has caused the third entry to slip into 2015. In an open letter the 
studio apologised to fans for the delay, and explained to their 
shareholders their belief that a game's quality goes someway to 
determining its success, a sentiment we concur with, 


Dying Light 


Like The Witcher 3, Techland's zombie parkour tile has been pushed 
back to February 2015, To be honest, we're glad they're taking the 
time to iron out the kinks in this one, because the studio's previous 
offerings - Dead Island - have been notoriously buggy. A polished 
experience is certainly a more enticing proposition. 


The Order: 1886 


The Vietorian-era sci-fi setting of The Order: 1886 certainly caught our 
attention when it was announced. The game's delay into 2015 will 
likely be a headache for Sony, with the platform holder needing to 
keep their ineup of first-party Triple A titles competitive as we edge 
nearer that all-mportant Christmas sales period. 


WALKING DEAD SHUFFLES ONTO NEW-GEN fot!) seasoiis of Taltale's The Walking Dead aciventure series wil be released as one pack on PS4 and Xbox One later this year 


TWO FREE NEW-GEN 
GAMES MONTHLY 


This month sees the frst two free Games with 
Gold titles - Max: The Curse of Brotherhood 
and Halo: Spartan Assault - on Xbox One. 
Microsoft has effectively changed its offering 
to mimic that of PlayStation Plus: you'll have 
access to the games if you've a subscription 
Sony on the other hand doubled the number 
of free PS4 titles with PS Plus, For June this 
‘means Trine 2: The Complete Story and 
Pixeljunk Shooter Ultimate, 


2015 IS THE 
NEW 2014 


What does The Division, The Witcher 3: Wild 
Hunt, Dying Light, Mad Max, The Order 

4886, Quantum Break and Batman: Arkham, 
Knight have in common? They were once 
pencilled in for release this calendar year, and 
now they've been pushed to 2015. Project 
delays are nothing new, but the shear number 
of games being pushed back this early in the 
year is a bit alarming. Expect more titles to 
slip as the year progresses. 


‘The best, worst and weirdest 
‘of the month. 


THE ROOF 
OF THE WORLD 


It had been rumoured for quite some time 
that the next Far Cry would be set in the 
Himalayas, but it still makes us wonder how 
‘gameplay wil be affected by the mountainous 
terrain. Climbing towers to gain an overview 
seems a bit redundant in the mountains, 
We're also curious as to why the villain looks 
lke Julian Assange's long-lost twin brother. 
‘Whatever the case may be we're happy to get 
another Far Cry this November 


STEAM LIBRARY 
GROWS BIGGER 


By the time May rolled around this year, 
Steam had seen more releases in 2044 than 
in all of 2019 and the pace seems to be 
picking up, with new releases spending less 
and less time on the storefront. Indies are 
voicing concerns about visibility and many 
are afraid that Steam could become as overly 
crowded as AppStore. On the upside to the 
sudden flood, there is more variation and 
choice on Steam than ever before. 


FORZA HORIZON IS BACK 


SEQUEL Open-world racer gets two studios behind the wheel. 


Forza's side-title Horizon is making a return at the end of this year on both Xbox 360 and Xbox One. This time the game 
is set in southern Europe, features hundreds of cars and changing weather conditions, and is being buit by two different 
studios. While the likes of Titanfall has seen the older generation version treated as a simple port and outsourced to a different 
studio, Xbox 360 owners shouldn't be discouraged as Playground Games focus on creating the Xbox One version: top-tier 
racing studio Sumo Digital is working on the Xbox 360 version. Playground Games promises three times the drivable area 
compared to the first game, with environments ranging from the Alps to curvy roads around the Mediterranean Sea, small 
villages in northern Italy and wine districts in southern France, The team are gunning for 1080p and 30fps on Xbox One. 


THIS MONTH: THE FIRST-PERSON SHOOTER 


HALF-LIFE 3: 
STILL ALIVE 


IT'S COMING, MAYBE. 


Half-Life 3. It is the big sequel 
everyone wants to happen, but so 
far Valve are tightlipped, leaving 
fans guessing as to when, if ever, 
the game will get made, 

Minh Le, creator of Counter- 
Strike, last month sparked 
excitement amongst gamers the 
world over by suggesting that 
something Half-Life related was 
in the works over at Valve. 

“| think it's kind of public 
knowledge that people know that 
itis being worked on, so if | was 
to say ‘yeah, I've seen some 
images' like some concept art of 
it that wouldn't be big news,” Le 
said. 

“| guess | could say that | did 
‘see something that could be in 
the Half-Life universe. | mean it 
wouldn't surprise anyone if | said 
yeah they're working on it. To go 
out on a limb, | would say | did 
‘see some Half-Life 3 concept art.” 
's far from conclusive evidence, 
but that won't stop expectant fans 
from getting excited 


WOLFENSTEIN 3D 


Released: 1992 


Doom might get all 
the plaudits, but the 
genre began with 
Wolfenstein 3D. 
Widely distributed on PC thanks to a 
shareware model, the game started a 
revolution and spawned a thousand 
imitators. It till holds up, and ic’ 
subsequent works (Doom, Quake) 
had a similar impact on the genre. 


HALF-LIFE 
1998 


Releas 


Half-Life took the 

d genre 
and added a large 
dollop of narra 
delivered through scripted ev 
game, rather than as cutscenes 
bookending the missions. It was, in 
short, a revelation, and Valve's 
innovations can be felt in practically 
every shooter that followed thereafter, 


i in- 


HALO 2 


Released: 2004 


Bungie made their 
name with Halo: 
Combat Evolved, a 
scifi shooter that 
‘went someway to putting the original 
Xbox on the map. However, it was the 
sequel - Halo 2 - that was ultimately 
the game changer, as it proved that 
multiplayer shooters could thrive and 


prosper in the console space. 


MODERN WARFARE 
Released: 2007 


With Call of Duty 4: 
Modern Warfare, 
Infinity Ward made 
the archetypal first- 
person military shooter. Blockbuster 
appeal and stellar multiplayer modes 
spawned yearly sequels and captured 
the attention of an unparalleled 
number of fans, hooking them with 
the bombastic twitch-based gunplay. 


BIOSHOCK INFINITE 


Released: 2013 


Whether you prefer 
the underwater 
claustrophobia of the 
original or the blue 

y vistas of Infinite, the Bioshock 

‘games are near-perfect story-driven 

shooters. It wasn't just about combat 

hanging special powers 

Iso moral dilemmas and 

narrative twists to contend with, 


> NEW ASSASSIN'S DLC Assassin's Creed Unity still may be far off release, yet GameStop are already advertising pre-order DLC - entitled Chemical Revolution - ahead of launch, 


FIFA 14 COD: GHOSTS 

The World Cup update has landed Invasion DLC has, as per the 

on FIFA 14, which is great news if norm, landed on Xbox ahead of 
you've cornmitted to the new-gen its planned rollout across other 
‘and want to enjoy international platforms, Maps ‘Departed! 
football alongside this summer's Pharaoh’ and ‘Mutiny’ are all 
event, There's no tournament brand new, while ‘Favela’ is 
‘mode - if you want that you've got refreshed version of the fan- 

to pay for the seperate full retail favourite from Modern Warfare 2 
release - but you can play Completing the package is the 
friendlies and enjoy a themed FIFA third chapter of the Extinction co: 
Ultimate Team mode, ‘op mode, ‘Awakening’ 


YOUR DLC UPDATE 


DOWNLOADS The latest in digital goodness this month 


‘There's big changes coming to Killzone: Shadow Fall on PlayStation 4. Guerrilla SNIPER ELITE 3 WATCH Docs 
Games are introducing a co-op mode to the sci-fi shooter this month. i'l be part of 
the Season Pass, though at the time of writing pricing outside that remains unclear, 


Rebellion are back atthe 


nd of Those who stump up for the 


Interestingly, itl also be available later in the year as a standalone release, CMI | smEseRoooatin 
Up to four players will tearm up as the VSA team known as Intelligence Squad series, theres going tobe DLC eccentric hacker T-Bone, a well 
Alpha. Despite the bookish name, the team will consist of four different classes, avaiable post-launch, For Sniper a tree adltonal missions for 
Expect a close-quarters specialist (Assault) to compliment a ranged teammate Elite ths means offering lng- Aiden Peace and new weapons 
(Marksman) and more supportive roles (Medic and Tactician), ranged shooters the chance to and outfits, Theres also anew 
reais Wn Bs seta i Heciéig Upinks a faiing of we of Haight Woops blo iter 3 rear reel Cons tht 
as data is transmitted home. Enemies will have their own goals and combat roles, WycieTeci ic Wear sil ois La peepee ral 
‘Wolf’, and this time will play out in mental state, and has them 


varying tactics and differing angles of attack. You can also expect ‘champions’ based the new game's desert setting. negotiating cybernetic 
‘on characters from Shadow Fall, meaning some familiar faces. 


ambie 


A CULTURED GUIDE TO GAMING TERMINOLOGY 


| i 
| | , 
“RTS” “MOD” “LUDONARRATIVE” “BOSS” “CLONE” 


ying in any other medium is 


Real-time strategy is a branch of ‘A mod is content generated for a Ludonarrative dissonance is where AA challenging adversary that 


the strategy genre where action game by someone other than the things that happen in a game then usually arrives at the end of a le frowned upon, but in gaming 
doesn't play out in tums but in developers, Mods can take clash with the narrative being told, or game, that offers the player an nearly everything isa clone of 
real-time, There are numerous forms, starting with basic ti causing the player's immersion in increased challenge and the chance something. Every shooter that 
early examples, but itwas mainly and game modes that operate the world to be broken. An obvious to utilise the skills earned up to followed id’s seminal work was 
Dune |! and Command & Conquer Within existing the framework, total example might be a character who that point. A riniboss is a deadly called a Doom-clone, for example. 
from Westwood Studios, and the conversion mods (that are can withstand hundreds of bullets variant of a standard enemy, a ‘Sometimes imitation goes beyond 
early Warcraft games from essentially the same game but with and not die during a mission, ony superboss is often optional and flattery, and it's become common 


b- completely new content), or even to crumple lke a paper bag after challenging, and the final boss for devs in the mobile space to 
shot just once in a cutsc turns up at the game's end, shamelessly copy successful titles. 


Blizzard, that really put this s 
genre on the map. new chapters and campaigns. being 
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BATTLEFIELD HARDLINE | 


COPS VERSUS CRIMINALS The surprising side-project to EA’s franchise is a crime caper. 


Hardline, in the weeks leading up to E3. Rumour became reality as logo and video single player, while also getting the opportunity to expand on an 
footage seeped online, and mere days before the event was underway in Los Angeles, amazing foundation for muttiplayer, was an amazing opportunity 
we talked exclusively to Visceral Games VP and executive producer on the project, Steve and one we hope to deliver on.” 
Papoutsis, after he'd teased the game's proper reveal at E3, While we expect to hear more about multiplayer in the months 
“When Karl-Magnus Troedsson (Vice President and Group General Manager of DICE) and | in the lead up to the game's release later this year when it hits 
had our initial conversation about Visceral making a Battlefield game, mixing up the themeand PC, PS3, PS4, Xbox 360 and Xbox One, Papoutsis will admit 
setting was one of the pieces that had us both very excited,” he explained, The focus on a that element of the game is the one he's currently most proud of. 
“war of crime and the battle between cops and criminals” is definitely a different take on the “it's a ton of fun and nothing beats getting into a playtest in the 
franchise that's better known for countries going to war, But then, this is from a studio who's middle of the day and having an epic battle with your co- 
most famous for an engineer battling undead foes, in the story-driven Dead Space series. workers, I'm anxious to hear what people think after they get a 
“As a fan of Battlefield, one of the elements that has kept it fresh and fun has been how the chanoe to play it.” 
games have moved around from different settings. Going from WW2, to Vietnam, to 2142; the One other thing that stays the same in a game full of changes 
series has been able to innovate and keep the gameplay fresh and fun,” Steve continues, is the engine it's being built on, with Visceral migrating to the 
outlining the radical perspective change for this side title. “Our team at Visceral has many Frostbite Engine rather than using their own that served them so 


> Aleak quickly becomes a flood. News broke of a new Battlefield, canying the subtitle Battlefield fans and getting a chance to bring our approach to 


While ttle Is known at this stag 
approached for the Jab: expect to s 


well with the Dead Space franchise. “The biggest change for us is 
learning a new tool and pipeline,” explains Steve of the shift. “Both 
tech bases are tremendous but if you are going to make a Battlefield 
game, Frostbite 3 is the engine you want to use." 

‘As with any game that deals with such a concept in a cinematic 
way, we can't help but draw comparisons to Michael Mann's Heat, 
but the executive is hesitant to reveal any details of the single-player. 
If not a wholly unique selling point, the structure sounds interesting 
as Papoutsis outlines the idea of “player choice” and letting players 
“determine how to approach a set up or move through the 
environment”. Sounds vague, but hopefully less linear than its peers. 

Papoutsis draws upon equally exciting names as inspiration: “Die 
Hard, | just love that movie; great action, cool setting, epic 
destruction”. With The Wire (‘great writing, gritty feel") and Pulp 
Fiction (“put together in a very unique way’) also talked about, 
Hardline may better its numbered brethren in the end. 


> PSP PRODUCTION CEASES Soni’s Halling 


YOUR YEAR AHEAD 


Keeping your schedule updated for the remainder of 2014 and beyond. 


I+ 


Conventions replace 
game releases over 
the summer 


FILM & COMIC CON 
London's Earls Court hosts a 
huge number of guests at this 
con (July 11-19) including 
Stan Lee, Bily Dee Willams 
Lena Headey and Edward 
James Olmos, The Gaming 
‘ane has new and retro ttle 


QUAKECON 
So far all 
official me 
like and who th 
at 


nt partner 
thesda tc 
put BattleCry and there 
4 decent chance we'll see the 
new Doom in Dalla 


RISEN 3: TITAN LORDS 
Piranha By P 
series returns this August and 
it appears to bring it firmly 
back into the fantasy realm of 
the original after the pirate 
themed excursion with the 


INSOMNIA 52 
(Aug 22-25, Coventry) From 
tournaments in League of 
Legends, Dota 2, and 
Hearthstone, to the Minecraft 
the indie zone and retro 
cgarning, the biggest UK con 
has you covered, 


SEPT - DEC 
Microsoft increase 
its markets and tit 
hit retall store 


@ xBox ONE 
In September Xbox One will be 
available in 26 new market 
What does this mean us UK 
gamers? Not much, other than 
‘more exotic chatter in our 
online games as Japan, Korea, 
Russia and Saudi 


@ EVOLVE RELEASES 
Turtle Rock Studios’ sci 
asymmetric multiplayer game 
of hunter and prey has the 
tial to be the next big 
‘multiplayer hit. We'll find out i 
they did good come October 
21 when it release 


@ BLIZZCON 
Blizzard's semi-annual fan 
convention wil cater to fans c 
ft, Starcraft, and Diablo 
alike, The event will feature 
tournaments, panel 


@ HARDLINE 
The non-traditional entry in the 
Batt 
versus robbers a 


Games looks to build a more 
cinematic narrative to the 
Battlefield formula of sandbox 
action come October 24 


PAX SOUTH 
Penny Arcade Ex 
fourth d 
calendar as the popular 


‘gaming event comes to San 
Antonio, Texas in Januar 
Expect several interesting news 
bits coming out of the show 


WITCHER 3 
What's said to be the final 
chapter in Geralt’s saga offer 
ld paired with rich 
torytelling and visuals that 
vin the 


an 


anything w 
genre. E 
released in February, 


‘THE ORDER: 1886 
This was supposed to 
ofthis fall's major PS4 
releases, but recently fll victim 
to the delay bug, 
sequels on the horizon it's nice 
have one or two fresh IPs to 
look forward to, 


STEAM MACHINES, 
The launch has been pushed 
back to 2018, and we're 
il bea date early 
at, For most of u 


uessing it 
inthe ne 


that see us updating our 
current rigs with SteamOS and 
buying a Steam controller 


It's without a doubt the most important gaming G AIWIESCOM 
’ 


event in Europe and it's the most visited, with 
‘over 340,000 attendees last year. The show 

typically offers a wide range of games with an 
‘obvious focus on what's popular in Germany. 


COLOGNE 
SAVE THE DATE: AUG (2-17 


Compared to E3 there's far more focus on PC, 


MMORPGs, free-to-play while violent games are typically hidden away behind black 
curtains, We'd recommend anyone who wants to experience the buzz of a large scale 
game show to take the trip out to Cologne. Just be prepared to spend a lot of time 
standing in line. Press conferences are typically on Tuesday (August 12), followed by a 
trade-only day on Wednesday, with the show proper opening on Thursday. 


> UBISOFT TEAMS UP WITH NVIDIA 


@ LINUX 


Announced at this year's E3, the Linux 
version of the game was playable on 
the show floor. It'l feature cro 

platiorm play with the other versions of 
the game, but while i's coming out 
soon there is no date made public as it 
needs some further polish. The game is 
also available via OnLive adding TVs 
‘and mobile devices to the list of 
platforms — albeit via streaming, Plans 
for a dedicated mobile version of War 
‘Thunder are also progressing 


@ WORLD RECORDS 
War Thunder holds the offical honours 
in the Guinness Book of World 
Records’ for most planes in a flight 
simulation game. And while the record 
stands at 203 planes, with the most 
recent update (1.41) that number has 
‘now soared to an impressive 342. If 
you include armoured vehicles the 
count surpasses 400 historically 
accurate war machines. 


WAR THUNDER 


MMO Gajin Entertainment's online shooter keeps 
growing with new additions and upgrades. 


@ AIR, LAND, SEA? 
Never shy to reveal their ambitions, 
Gaijin Entertainment don’t plan to stop 
at tanks, but there are plans to add 
ships to the equation. “The ultimate 
aim of the game is to get all three 
services, all three mobilisation forces - 
sea, air and ground into the same battle 
and you're looking forward towards 
things like World War mode that's on 
the horizon,” said Gaijin's community 
‘manager Keith Donachie in a recent 
interview with us. 


@ GAIJIN 


Founded in 2002 the Russian studio 
established themselves as a premier 
developer of dogfighting games — 
notably IL-2 Sturmovik: Birds of Prey 
and Birds of Steel. They also dabbled in 
other genres such as racing, third- 
person action (Blades of Time), and 
helicopter action with Apache: Air 

wutt. Currently in open beta is Star 
Control, a space themed MMO. 


@ CROSS-PLATFORM 


Gaijin Entertainment has employed a 
cross-platform strategy for their game 
with PC, Mac and PS4 able to battle it 
ut jointly on the same servers, With 
the launch of Ground Forces on PS4 
recently, the expansion that added 
tanks to the battlefield, the cross- 
platform play now also includes tanks. 
Players can even form squads of up to 
4 people and fight together with their 
friends regardless of their platform of 
choice. 


@ VIRTUAL REALITY 


War Thunder was one of the early 
‘games to confirm Oculus Rift support 
and it's a natural ft given the flight 
simulation roots of the game. tt already 
‘makes use of head tracking on PS4 via 
PlayStation Camera, so presumably a 
lot of the functionality is already in 
place ahead of Oculus Rift 

commercial release. Will we see the 
same on PS4’s Project Morpheus? 


MORTAL 
KOMBAT 
RETURNS 


X marks the spot 
as the tenth game in the 
fighting series appears. 


The grandaddy of video game gore 
returns in 2015. NetherRealm Studios 
took a break from the series with DC 
Comics fighter Injustice: Gods Among 
Us, a fine, but perhaps less brutal take 
‘on the Mortal Kombat concept. Series 
creator Ed Boon has been teasing 
Mortal Kombat X during the month 
leading up to its E3 reveal, and it 
seems Scorpion and Sub-Zero will 
play a central role in the all-new story. 
The gameplay will be familiar to fans 
of the series, but one new inclusion is 
multiple versions of each character, 
versions that play differently and add 
further gameplay depth. 

Another focal point of development 
is the online portion of the game that 
offers a "fully-connected experience 
that launches players into a persistent 
online contest". Sounds impressive on 
paper, but we've yet to see exactly 
how NetherRealm plan on innovating 
the online fighting space. 

“Mortal Kombat has always been 
about over-the-top, visceral fighting 
and with Mortal Kombat X we wanted 
to utilise the power of new-gen 
consoles to give players our most 
intense game yet,” said Creative 
Director Ed Boon. 

The game is due out on PS3, PS4, 
Xbox 360 and Xbox One. There is also 
a PC version in the works, but unlike 
Injustice it appears as if Mortal 
Kombat X won't make it onto Wii U. 
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imag LAAYULS VELIN 


Bad tattoos, canaries and living the dream: we 
talk the life and times of Wildstar’s Jeremy Gaffney. 


Where are you right now? 
I'm talking to you from home near our 
offices in Orange County; our offices here in 
southern California, about 15 miles from Blizzard, 
which is relevant as it’s where the original founders of 
Carbine came from - they managed to stagger about 
10, 15 miles away. 


Wildstar's just launched. How's it feel? 
can speak for most of my guys as well - we're 
pretty euphoric, There are few seminal moments in 
your life where years of effort come to fruition; we put 
six years, in my particular case, of work on this. And it 
all culminates in one day of either wild success or 
petrification or other sort of things... so | have to say, 
watching the monitors right now, watching literally 
hundreds of thousands of people pour into the game 


you've been working on for so long, euphoria is 
absolutely a fine word for it. 


Are people cracking upon beers while they 
watch? Is there any downtime? 

We've monitors up on the wall where we're 
tracking the concurrent users, the load on the servers, 
the queue ranks and to see if anything’s overcrowded 
‘so we can open up new servers as needed. We also 
have monitors up with the Wildstar Twitter feed, 
because it's fun to see everyone tweeting about their 
experience and what's going on, but also it’s our early 
warning system - Twitter is the canary in the coal 
mines sometimes if we're having an issue, But most of 
the time it's fun to watch. 

We've had two big events - one was at midnight 
when we first flipped the switch to literally turn on the 


servers. | went out and bought the local store out 
of all the Dom Perignon they had, 130 of us were 
all there in office and toasting with some bubbly. 


How did you start in the industry? 

| started off by not getting into the business. | 
wanted to get into the games industry right out of 
college, and it's very hard to break in; everyone 
wants to do it. So getting that first foot in is quite 
difficult, So | did a startup directly out of school. 
My friends and | really wanted to get into the 
games industry. About a year later, we said “okay, 
we falled completely to get a foot in the games 
industry, We'll start a company. I'l be president, 
you be VP of that... we're going to fall because we 
don't know what we're doing and have no money, 
but after we've failed we'll have all these great 
titles and get cool jobs in the industry because 
they'll finally hire us.” That thing was Turbine 
Entertainment, and we went on to do Asheron's 
Call, AC2, Dungeons & Dragons Online and The 
Lord of the Rings Online, Douglas Adams said: 
“lying is throwing yourself at the ground and 
missing’ - it was the same mentality, We thought 
we'd have six crazy months before we starved and 
had to get real jobs. Instead, we somehow never 
shut the doors. 


What was your first gaming experience? 
knew | wanted to do gaming since | was 
seven or so, | took up computer courses just so | 


“We thought we’d be 
out of a job in six 
months. Yet we never 
shut the doors.” 


could make games. When | eventually went to 
college, | took Computer Science, Bachelor 
Science and an English Writing major just so | 
could combine those and eventually go make 
‘computer games, I've really been on a rail since 
about seven to do this. | never truly wanted to do 
anything else. 

I'l tell you a great anecdote; someone of my 
age was a big Ultima fan and so they ended up 
getting the series symbol tattooed on their arm. 
Then they went on to be on Richard Garriott’s team 
‘on one of his projects, and they wore long sleeves 
for four years of the project so Richard would never 
know they were such a fanboy. 


They never revealed it? 

I don't think he ever did. That was probably ten 
years ago and I've never heard of any reveal, that’s 
for sure. 


Was it even a good tattoo? 
You're a kid and you're working with your icon. 
It’s one thing to be “hey, Richard. | play your 


games”. It's another thing to be like “hey, | have your 
tattoo”, Imagine the mortification if you met the person 
you're the biggest fan of and you don't want to - or the 
fact you're working for and with them - roll up your 
sleeve and show them a picture of what, effectively, is 
your boss's face. 


How big is your gaming collection? 

Ihave a glory wall with titles I've worked on at 
home. With MMOs it's tricky because you don't work 
‘on many; they take five or six years or longer. But for 
me that’s Asheron's Call, Ultima Online 2, City of 
Heroes, City of Villains, Auto Assault, Guild Wars... I'm 
missing some. 


What would you be doing instead if that plan of 
yours hadn't worked out? 

ask myself that question. I've retired twice. At the 
end of the Asheron's Call project, I'd been crunching 
for... I didn't know how to pace myself at that time so 
I'd been doing 16 hour days, 

And 16 hour days sounds like a brag point, but 
when you're crawling under your desk for 8 hours a day 
or less, and not taking weekends off, it all adds up. 

By the time | left Turbine | was having shaking fits, 
throwing up blood... people ask you if you're a 
workaholic, you're asked during an interview what your 
worst trait is, and you say “workaholic”. You don’t want 
to say that to a true workaholic, because they're going 
to have some horror stories. 

True workaholism has an impact; after Turbine | 


took a year off. | was 310 pounds, | worked out four 
hours a day, dropped down to 190 pounds and got my 
head back together, And at that time | was like “this 
industry can kill you". 

| asked myself whether I wanted to go back in, But 
| love it so much. There's nothing else | want to do than 
be in the office working on it. There's another quote, 
from Great Gatsby: "He paid a high price for living too 
long with a single dream”. 

So the question was - do you want to go back into 
‘that grind? And | literally could not think of the thing | 
wanted to do second. | love doing this. 


“By the time | left 
Turbine | had fits, 
threw up blood. It all 
adds up in the end.” 


But you need to do it at a pace that you're doing 
what you love, but you don't damage your health while 
doing so. 


How do you spend your down time? 
It's an interesting thing about our office. | have a 
little collection, and that collection has an odd theme: 
‘people who do for relaxation the same thing they do 
for work’. I have a picture of a merchant regatta on my 
wall, from the 1800s, which is a bunch of merchants 


taking time off from being merchants by racing their 
merchant yachts for fun. And | have a similar set of 
the themed objects along that wall, Another quote 
for you, from Robert Frost: “when vocation and 
advocation are one” - when what you love and what 
you do for work are the same. That's a long way of 
saying | play games by the score. 

Computer games are something I've done for 
fun as a kid and | still do that now. I play most of 
our competitor's games when they come out, | play 
Blood Bowl - we have a weekly league on that. I've 
a fat gaming rig at home and half the time I'm using 
it to play Blood Bowl, a 2D game by Cyanide from 
2007. t's unnecessary to have all this. 


So you favour PC over console? 

I've never been a console guy, maybe because | 
grew up poor and so | couldn't afford gaming 
consoles. I'd go over to friends’ houses, and play 
‘on computer there or at high school. and because 
of that I'd never end up playing consoles. But aside 
from that there's no particular reason I've been PC 
all the way. 


What's the road map for the next month? 

This first month we're going to gather a ton of 
stats from the game, real players playing for real; 
we're going to have a really strong eye on the 
[endgame] Elder Games, because few people put in 
the dedicated time during beta to get to that top 
level. If you love the game, you may play all the way 
to level 50 in beta and do the games at that level, 
but in practice, many people quit so they can save 
the game for when they can play it for real. 

We have a lot of stuff to do, raising awareness 
and all that. We've been very much the developer in 
the dark for a long while. We've just had our coming 
out party in the last few months, and that coming 
ut party continues, but we're laying down plans for 
future updates. We have some version of our next 
sixteen monthly updates in production. The teams 
are working as far out as drop eight, due eight 
months from now. So that’s all the way up to. 
February, Right now people are going “holy crap, 
there's a lot at launch”. They don't realise what's 
coming in their future. 


Wildstar Is available on PC now. Our review of the MMORPG Will 


appear on the website in the coming weeks. 


CN 


We couldn't partake in any PvP 
(either there weren't the numbers, or 
the n 


asn't activated) and while 
verything We've seen so far 
looking good, i's the multiplayer 
define Destiny 


DESTINY 


A new, deeper hands-on with Bungie’s shooter as we range further into future Earth. 


The hub world sets Destiny apart from its brethern and Bungie's past works. screams MMO when later we double back and the same enemies are waiting at 

More than anything else it’s the fact that we're exploring this environment inthe the same point ready for a dose of the same treatment, although happily each 

third-person that tells us we're in an MMO, Then there's the vendors, dotted ‘encounter stil retains Bungie's trademark stamp of quality. 

around the Tower, waiting to sell new and improved weapons, or help us We're exploring Old Russia, a sandbox that'll be immediately reminiscent to fans 

customise our appearance and thus allow us to stand out from the crowd, of Halo. It's new, yet familiar. Our first task is to head to an old radar station, to 
The Traveller - the dead celestial being that for hundreds of years protected find out what the Fallen are protecting/hiding. After punching our way through the 

humanity from extinction following the demise of what was once a solar system- enemies en route, we come to the mission's climax, a battle with a floating 

wide empire - hangs in the distance as a constant reminder. The vista is jaw- miniboss. We strip his shield and send him to the afterlife, defeating waves of Hive 

dropping, the architecture bold and striking. It's impressive stuff, and we know minions (if you want a point of reference, think Halo’s Flood) in the process. 

we'll be happy spending plenty of time here in the future, levelling up characters After completing this introductory mission we're sent to the hub to upgrade our 

and upgrading equipment. gear ahead of future travels. There's opportunity to tinker with appearance and 


I's not where our demo started, though. Our first taste of the E3 build of Destiny hardware alike, and there's nooks and crannies to explore, with four clearly 
involved a simple foray into enemy territory. Fallen (Covenant Elite allegories) litter. marked areas, each housing different points of interest. 
8 the dusty sandbox, grouped around certain ‘Once we've pruned and preened, we're back in search 


landmarks and interesting geographical features. Blizzard do what they CO fadventure. We've only Old Russia - but it's pretty 


Just like riding a bike, we don't forget our combat os damn big. We can either have another crack at the 
Sareeaniceiiadieetmscaserd best - streamlining a eranrelaescn erica teen iaearion tae orn 


dispatch our adversaries. Our subconscious concept for accessibility (picking up side-quests as we go), or we can warm 


2 


DATA TRAN! 


ourselves with a run through the Strike mission that formed our first hands-on. We do 
the latter, and this time we get to see it through to the bitter end and take down the 
boss - a giant Guilty Spark-like adversary. 

After the Strike mission we went exploring. We called our Sparrow, and rode around 
the dusty landscape in style, all the time thinking about landspeeders from Star Wars. 
The ride was nippy and simple to control (twin sticks to steer, boost on one trigger, 
brake on the other). To be expected really, as the vehicles in Halo were always 
satisfying to control. Using our increased speed we uncovered more of the map and 
‘embarked on some missions, activated via beacons discovered on our travels. These 
are usually no more complicated than go there and scan this, or head there and 
check that. 

We spend a lot of time chasing markers, tapping the DualShock's Touch Pad to 
bring up waypoints. However, going off the beaten track reveals plenty of 
distractions, even during this limited slice. Caves and tunnels beg for exploration, 
while dilapidated structures have deceptively complex interiors. All are filled with 


CLASS WAR 


Titans are powerful, able to 
smash the ground in battle 
Hunters are best-suited to 
ranged attacks, Warlocks can 
‘manipulate energy to 
devastating effect. 


enemies to kill and XP to earn, and completing side-quests pulls you to all corners of 
the map, revealing unexpected depth and complexity come every turn. 

We spent most of our time playing as the Warlock class, which meant a powerful 
but limited-use melee attack, and a grenade that unleashed a vortex that lingered 
longer than the explosion of the standard issue, Later we unlocked a special move - a 
Super - that momentarily sent us into the third-person as we fired off a potent Nova 
Bomb at our enemies. There's similarly powerful attacks for all the classes, and 
although we don't get to explore them all to the same extent, different Supers and 
jumps (double jump, glide) for different classes means altering playing styles and 
variety in gameplay. 

We reluctantly put down the controller in order pen this preview, but in truth all we 
wanted to do was explore deeper, to scratch harder and see under the surface. 
We've seen nought but a small slice so far, and we're genuinely happy with what's 
already there. While it's undeniably an MMO, it's also a Bungie game. That prospect 
might put some people off, but it's enough for us. 


When the 
designed by Kaos Studios, they'd set 
the sequel ina radioactive 

sippl. We assume that like the 
ation, everything about that take 
has been changed 


HOMEFRONT: THE REVOLUTION 


A franchise starter misfired as THQ toppled. Welcome to the new management's renaissance. 


With THQ's assets siphoned off to different publishers as the company fell apart, 
there was opportunity to take a known name and freely reconfigure it to a new 
vision and direction. A rare opportunity in a market where most licences cling to 
the familiarity of what's sold well before to avoid losing any future profits. 

But with most games purchased safely nearing release, few titles from THQ's 
portfolio were between or early enough in active development to offer any buyer 
the chance to so freely tinker with them: the big one was Homefront. 

Homefront was THQ's gamble at securing their own Call of Duty or Battlefield. A 
huge marketing push and media buzz fizzled upon release, The 2011 title 
propositioned an alternate near-future, in which North Korea successfully invaded 
and occupied North America, years before Call of Duty clutched at a similar 
concept of home invasion to inject fresh ideas to its own single player campaigns. 
Yet the shortness of Homefront's own campaign, and the over-familarity of the 
first-person shooter gameplay with little distinction 
from its peers, saw it disappear into bargain bin 
‘obscurity long before THQ imploded, 

Talk of a sequel wasn't new. THQ confirmed it 
was in the works even before the first title was 


THE TEAM HAVE KEPT MUCH OF 
THE GAME’S ORIGINAL BACKSTORY ftzten coer aq et Kea 


released and when the original team Kaos Studios was shuttered by THQ, 
development duties were passed on to Crytek in 2011. With THQ breaking apart 
shortly after, Crytek purchased the licence wholesale, and things went quiet. Until 
now. Crytek's vision for the series - subtitled The Revolution - is due for a 2015 
release on PS4, Xbox One, PC and Mac. 

The team have kept much of the backstory of the world - North Korea invades 
and successfully occupies North America - but flashed forward four years and 
shifted location from Colorado to Philadelphia, and changed perspective from 
army vet to ‘the everyman’, as the city's populace slowly mounts a grass-roots 
resistance against its occupiers. 

It's still a first-person adventure, still mostly focused on using guns for survival. 
But what really headlines this reintroduction to the world is the approach Crytek 
UK is taking with the game design: large sandbox environments that can be freely 
explored solo or with three friends in co-op. An on- 
screen map gives a hint as to a labyrinth of streets that 
you're allowed to range across, escape down, hide in. 


your weapon holstered and activities non-threatening will 


let you explore these locations, profiling KPA-held stations, tag security cameras and 
work out patrol routes as you mingle with civilians. 

This isn't a corridor shooter, and trigger pulls are the end game of a much larger 
play. This is guerrilla warfare; ambushing and infiltration are as important for survival. 
Appropriating a smartphone from the resistance allows you scan each area for 
dangers and mark them on your HUD and map, while breaking into storage rooms 
undetected allows you to scavenge household items and gun parts to craft makeshift 
weapons and customise rifles. 

The best toys are behind enemy security gates, guarded by soldiers. Sneaking 
around them is necessary when they can call a district's worth of tanks and attack 
helicopters to your location if they spot you doing something illegal. But as the game 
progresses you'll establish safe houses and bases. 

In the demo we watch, our character manufactures a toy car bomb, remotely 
controlling it to drive it between shadows and park up under a newly arrived patrol 
convoy at a KPA station. The car's detonation signals to our three other comrades 


ton the sam 
vith similar 


(this PS4 build simulating co-op partners for the sake of the demonstration) to attack 
the station from their hidden locations to either side of its entrance. We unholster our 
rifle, and join in the fracas, 

The city's not completely open from the beginning, and it's better to think of it as a 
group of interconnected sandbox areas rather than one sprawling world, but it's still 
far from the corridor shooter archetype that many other franchises stick with. 

The team talk about this being a reactive occupation, enemy Al responding 
organically to attacks, and the idea that with missions successfully completed, the 
city will actively change as the resistance increases - we take this to mean scripted 
events on the streets, access to better hardware, more areas opening up, as opposed 
to a percentage meter on a menu gradually increasing. 

We're fully aware this tiny gameplay slice will give way to much more over E3, 
Gamescom and beyond. It certainly looks the part of a new-gen game, but we need 
to know it's not just a cobbling of old-gen mechanics underneath the skin, and is 
something new. Revolution, rather than evolution. 


ART OF HONOUR 


art direction is being 


BATTLECRY 


What if guns weren’t allowed in battle? Bethesda's 
class-based online multiplayer title answers. 


It's strange there’s not been more attempts to emulate Team Fortress 2. 
Valve's team-based multiplayer title was massively popular and successful after all 
Enter BattleCry Studios, the Austin-based studio founded by Rich Vogel and Bethesda 
in late 2012 and, while it would be wrong to dismiss BattleCry as a clone, it's clear that 
‘Team Fortress is a strong inspiration. 

‘An obvious difference is the setting and the lack of firearms, That's right, no guns, 
In fact, they're outlawed in the world of BattleCry. The concept is that of an alternative 
history scenario where World War broke out much earlier than in reality. As such 
gunpowder was outlawed in treaties and wars are fought in designated Warzones 
where soldiers of the three warring factions battle it out for supremacy. Instead of 
gunpowder there is some alternative tech (called Pansophic) that powers the largely 
melee-based weaponry in the game. 

We're introduced to two factions: the stiff-upper lipped Royal Marines and the burly 
bears of the Cossack Empire. The third faction is secret for now, although one of the 
load screens during our demo says something about Han - suggesting the Chinese 
could be the third faction, But that's pure speculation on our part. 

It's visceral, Mere seconds into our first session our head was separated from the 
rest of our body and the blood kept being spilt with decapitations and flying limbs 
being the rule rather than the exception. 

For now, BattleCry Studios are talking about 5 classes, each with a distinct feel for 
the respective faction, but filing the same role on the battlefield. Three were playable in 
this early demo: The Enforcer - your hulking tank with a massive sword, sweeping 
spinning special attacks and the ability to turn the sword into a big shield, The Duelist 
was perhaps the most interesting and novel class playable - a stealthy (can cloak) 
assassin with a great lunging attack that cover a lot of distance, wielding a set of 
rapiers and a great character for picking off stragglers, but perhaps not the best one 
for big pile up of bloodthirsty Enforcers going at it. The third playable class was the 


Tech Archer - your ranged unit, Finding points of elevation and keeping a good 
distance between yourself and the frontline if you will was key, but interestingly enough 
there were ways to keep yourself from dying, even when melee focused units got up 
close and personal - a special push ability affords you enough space to send some 
quick darts into your foe, 

During our play session it proved important to stay together as a group; on one 
side a giant conga line of flailing swords formed, killing most of what was in its way. 
It's the simplest of tactics, but it goes to prove that numbers really matter. If you found 
yourself alone it was most likely only a matter of seconds until your next respawn. 

The plan is to keep adding more classes or characters (apparently each of the 
characters has a fleshed out backstory you'll be able to explore) as the game evolves. 
And it's clear that while Viktor Andonov has a vision of the universe and the world of 
BattleCry - the roadmap ahead isn't locked down by any means, 

BattleCry is free-to-play. Not surprising given the game that served as inspiration. 
While it's too soon for details on the monetisation, design director Lucas Davis did 
assure us that it would mainly involve customisation items. 

Asis often the case with first reveals, some of the most interesting stuff is what 
wasn't shown at the event. Our three matches playing vanilla Team Deathmatch in two 
teams on one map left us interested in what else there is on offer as what we played, 
while solid, didn't really leave us wanting for more of the same. We sampled the 
mechanics. We got a taste for the interesting and surprisingly vertical map design that 
saw us zipping along grappling hooks that attach to specific targets. 

There was also some loose talk of a siege/fortress mode, and a three-way battle 
may happen, though the devs are saying nothing. It's definitely got our interest though. 
BattleCry enters beta next year. 
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BAT SMILE 


The studio's humourous 
take on straight-faced 
situations is now legendary 
and there are plenty of new 
‘opportunities to enjoy it in 
dialogues and cutscenes. 


o 


LEGO BATMAN 3: 
BEYOND GOTHAM 


Caped Crusader heads to the stars with Justice League 


PC PS3 PS4 PS VITA XBOX 360 XBOX ONE WII U 30S 


There's rarely a half-year without a new Lego game from TT Games. But 
thankfully the studio is pretty consistent when it comes to the quality of their 
titles. Which is why we're hopeful rather than weaty for the Dark Knight's return, 

It should come as no surprise that the successful formula stays more or less 
untouched here, We're tasked with conquering a world built by bricks as 
Batman and Robin, but there's a major twist this time around, We're not going 
to spend the majority of our time in Gotham, Instead we're heading into space, 

Batman and Robin get Justice League to help them, hence the inclusion of 
Superman, Wonder Woman, Cyborg, Flash and co as playable characters. 
‘Once again we take on The Joker who's just as keen to trick us in space as in 
Gotham City, The new location allows for some nice, new gameplay elements. 
The most important of them is that Batman and some of the other characters 
have proper flight skis. Batman sports a suit with an integrated jetpack that 
must be recharged after use. All suits can now be accessed quickly and easily 
with aid of a selection wheel. 

The jetpack suit opens up the usual level structure, where you'd normally just 
stroll around on foot. Of course, there are still many areas that can only be 
‘opened by certain characters with their special abilities, So we need to unravel, 
ways we get them there, because not all characters can fly orjump high and 
far enough. 

There the next big surprise awaits us: the Batwing Spaceship, Batman owns 
a fighter that reminds us a bit of an X-Wing, and the game converts into a 
simple space shooter with undertones of Resogun. The game will feature 
several such levels of this nature, but we're not given any more details. 

Lego Batman 3: Beyond Gotham provides us with the same charming over- 
the-top insanity that is aimed primarily at kids and existing fans of the series. 
The gameplay and the puzzles are simple as usual, but the changes made 
have been handled with care and all of them seem meaningful. 


You'll soon favour distracting 
the revolver: it kicks lke a mule 


and as it does litle damage to Alien 
‘or synthetic, it soon feels lke 
‘nothing more than a safety bla 


Our second encounter with Creative Assembly’s sci-fi survival horror is as terrifying as the first 


‘Once more our shirt is soaked through with sweat by demo's end. We usually 
joke about horror games requiring an extra set of pants to play. With Creative 
‘Assembly's take on the iconic movie franchise, we may need a whole new outfit. 

‘At an hour in length, the new slice of gameplay is double what we were teased 
with previously, and there's a multitude of new elements to contend with, the 
developer actively addressing issues we raised after the first demo gave us an 
impressive, but seemingly limited gameplay slice. We wondered how the team 
could sustain interest across the full game when it was seemingly just You Vs. 
Alien. In response, we get today’s build; the lens has been widened, with more 
figures and new threats joining us in our deep space adventure. 

We're still aboard the space station Sevastopol, still playing Ellen Ripley's 
daughter, Amanda. A demo-specific intro detailing the creature we'll face reels 
ut, instructions for survival intoned over grainy, VHS-quality footage with only 
glimpses of the Alien seen throughout. The rules, 
as before, are simple: you can't kill it. It'll find you 
through sight, sound. You have to hide, to keep 
eyes peeled to your motion tracker to track its 
movements. Running means excessive noise, and 


SOCIETY HAS DECAYED SINCE THE 
STATION GOT ITS ALIEN VISITOR 


doing so when it's anywhere close to you equals death. 

This time round we're entering a hospital wing, and we're not alone - beyond 
the near-silent killer scurrying in the vents above us and occasionally zig-zagging 
across our motion tracker that is. Amidst the corpses, rifling through supply 
closets, are other humans. Looters, scavengers. Far from friendly. Society has 
seemingly decayed quite rapidly in the light of whatever event has occurred prior 
to this demo slice, and it's everyone for themselves. 

We pace forward slowly to weigh their intentions towards us. We don't have 
long until we get our answer: they pull a gun. They don’t even finish their warning 
before they start firing. We turn, run as fast as we can. It’s telling how conditioned 
we are to survival already that we're less fearful of taking a bullet than the noise of 
gunfire, and the attention it!l bring. As we dash round a comer and duck behind a 
gurney, we hear shout turn to scream. When we peer back round, we find only a 
ton body and pools of blood. Already the creature is a 
fast-moving blip on our motion tracker, heading through 
air ducts and back into the bowls of the space station. 

The second time this happens, we see the kill, after 
consciously triggering the event. As with the Alien, 


looters’ appearances are randomly generated around the station, making every play 
through different. An intersection previously empty is blocked by a group second 
time, who whip out guns and warnings if we come closer. We take a moment to tinker 
with the crafting system, eluded to in our first hands-on and unlocked now. Items 
picked up around the station can be built into Molotov cocktails, sonic emitters. 

Most equipment is crafted from the same stock of supplies, so you have to decide 
what works best for you. We go for the sonic emitter, a device that'll pulse a high- 
pitched noise and works as an attractor to the Alien. We toss ours into the middle of 
the group and start backing up into the room we've come out of. 

A few things happen at once. Unbeknownst to us, a fourth looter has crept up 
behind us from the other side of the room, and starts shooting. Again, we instinctively 
duck down behind the nearest bed beside us, out of view of both looter, and more 
importantly, the intersection entrance. In a few short panicked breaths, we hear 
sickening sounds from the other side of the wall, and our shooter suddenly screams 
and fires into the intersection. In the blinking of an eye - cheetah speed - the Alien 


The Alien will ignore 
synthetics, making it 
impossible to 
against the other 


shoots past our eyes and rips its attacker apart. The speed is terrifying. 

Yot it mightn’t be the worst thing on the station. In one area we're hunted by a 
synthetic, a robotic humanoid that come spotting us, gives chase at walking pace, all 
the while softly intoning itll kill us. We're locked in the room with it until we can hack 
a computer terminal to open a nearby door. 

It’s here that we have our first flash of frustration with the game. It may be just the 
controller we were using, but switching to a run through a stick click doesn’t fee! 
‘smooth and at times we're not even sure we've initiated it - as building up enough 
space between you is imperative to giving you time to computer hack, we feel a stab 
of annoyance as we're grabbed and beaten to death. It's only post-game when we're 
told there were EMP grenades stashed around the room, something we couldn't spot 
because the room's darkness and useful items aren't so obviously flagged. 

It’s a shame to have such a niggle, but it does little to dampen our expectation. 
This is a game we want to both know more about but retain some essence of 
mystery when we sit down and play the whole thing in October. 


COMPLETE LIGHT 


you'd expect, the Last Light entry 
ie will come bundled 
with all the post-launch DLC 
included, so you get the complete 
experience in the game. 


METRO REDUX 


PC PS4 XBOX 0 


4A’s double-bill of survival horror and action adventure returns in a Director's Cut package. 


HD remasters are, these days, commonplace. Enough as to not raise much 
beyond an eyebrow for those other than fans wanting to upgrade their favourite titles 
‘onto new-gen consoles (or stop worrying about losing space to older machines just 
to play their treasured franchises), as well as it's a given that most are little more than 
a tarted-up paint job of the originals. 

While you can argue that's exactly what fans want, we seldom see developers 
taking the opportunity (either due to the original teams no longer existing or costs 
‘outpricing even the notion of it) to go back and tinker with their previous works; add, 
tighten, Cinema's ittered with Director's Cuts that spark debate but also give a new 
take alongside the original, rather than replace it entirely, And that is why Metro's 
reinvention is somewhat interesting. 

We'd been aware of Metro Redux - a combo pack of the two existing games in the 
series, 2033 and Last Light - for a while, The two tales from near-future Russia in the 
wake of a radioactive apocalypse offered two cistinct perspectives on the first- 
person shooter genre, Both highly atmospheric, but 2033 favoured a more survival 
horror feel, while 44's sequel Last Light took a more action-orientated turn. Turns out 
that both versions had their detractors. So for Metro Redux, the developer is giving 
players the choice to define their playstyle in both games; which is just one alteration 
of several that both games are getting. 

Development's taken place over the course of a year (whilst the studio was in pre- 
production for their new, yet unnamed game) and Metro Redux served as their 
testing ground for getting to grips with the new-gen architecture (the package is due 
‘out both in digital and physical form on PS4, Xbox One and PC, the last offering a 
‘50% discount on the new games for owners of the originals - now you can compare 


the differences side by side), The team have introduced a massive graphical overhaul 
of Metro 2033, tweaked gameplay in both, added new scenes and bled gameplay 
mechanics from one to the other, 

2033's emphasis on survival horror now lurks in Last Light's Survival mode, while 
the latest game's focus on action gets a nod in 2033's Spartan setting. Both modes 
exist in both games, and both titles also get the Ranger difficulty setting offered - 
stripping away HUD elements and further limiting supplies. 

2033 offers the most extensive changes, with only the geometry of the original 
sed in the rebuild: shadows, lighting, models are all new, Your hand now appears in 
shot to crank levers, press buttons. Al is altered, gameplay beats slightly adjusted, 
‘even extended in places, Not extensively, but enough to make you unsure of what's 
next, Mask wipe and fiter timers, along with other HUD and gameplay elements from 
Last Light, are retroactively fitted in to make the two a more clearer continuation of 
each other. 

Last Light's changes are more behind the scenes, 4A emphasising the 
‘customisable gameplay perimeters to give even previous players a reason to try a 
different take on it. As has already been confirmed by the company, the game will run 
at €0fps on both consoles, 1080p on PS4, and around 900p on Xbox One, 

Both Metro games did reasonably wel critically on their respective releases, but 
there's a sense the series has slipped quickly beneath the radar since, With the 
deeper modifications beyond even an HD upgrade, the fact that the pack is coming 
‘out in summer - a time when the industry's release schedule is quieter than a grave ~ 
and each game with be around £15.99 digitally, 30 quid or so for both at retail, post- 
apocalyptic Russia may have found its moment to shine, 


KICKSTARTER 
The fan-favourite he 


DREAMFALL CHAPTERS 


The return of the cult adventure classic 


Dreamfall: Chapters picks up directly after the end of the last game. Protagonist 
Zo Castilo's body lies in a coma on a hospital bed, her consciousness trapped in the 
world of Storytime, as she supervises all the souls who arrive via the Dream Machines 
- more than there should be, suggesting something has went wrong. 

The game, much like previous entries, is a story-driven adventure; no combat, just 
plenty of exploration, puzzle solving and dialogue, The focus lies firmly on choice; 
realistic choices that reflect on morally grey areas, choices that have unintended 
consequences, Some are immediate, while others will be revealed much later. While 


the game, which splits its time between three different characters and is set on two 
parallel but distinctly different worlds (the futuristic Stark and the fantasy realm of 
Arcadia), is linear and driven by story and plot, occasionally you enter so-callled 
‘game rooms’, in which certain locations are open for player exploration. 

We play a selection of different chapters. As Zo8, we run from one nightmare to 
another, trying to rescue people who are trapped as the mystery behind the Dream 
Machines is gradually revealed. We play as Kian, who we meet sitting in a prison cell 
awaiting execution. We talk to the warden, discuss our situation, choose our last meal 
and wishes, and our desired method of execution, Before we're for the chop though, 
we're freed by an old man with a wooden leg and an eye-patch. 

Then it's back to Zo, freshly awoken from her coma and talking with a 
psychologist. She talks about her life and her relationship with her father. The 
psychologist tries to help her remember her life before the coma. It is clear that she 
has completely forgotten Storytime, what she learned there and her profound mission 
along with it, As fans of the series, it’s obvious that the game's retained the core 
elements that made the originals so good, and we're eager to learn more about our 
return to Dreamfall. 


The game world is Mordor only, 
but Monolith’ take on itis huge: 
we only explored one small 
section, but even that was 
divided into massive sprawling 

sections, 


Our return to Middle-Earth is a much more positive experience. 


We already knew of Middle-Earth: Shadow of Mordor's inspirations. Yet wrile we 
car't help thinking of Talion as Ezio Auditore da Firenze's oker brother, we're getting a 
better appreciation of how his game differs majorly from Assassin's Creed, 

Explaining the game isn't easy; in fact it's a little complicated. Enemies are randomly 
generated orcs, and they develop as much as we do as the story progresses. The orc 
‘opponents can be viewed in a sub-menu, where we analyse how they've developed. 
When approaching them in the game, we can directly attack a leader, but this tactic is 
rarely advisable, Better that we attack their entourage, perhaps even break their will 


ENEMIES EVOLVE AS WE DO, LEARNING AS THEY 
BATTLE AND GAINING EXPERIENCE 


and make them betray their masters, even kill them. One broken we can select their 
target, sending orc against orc, the outcome of these duels depending on how much 
we intervene. An exciting concept for the mission structure. 

‘Combat is dynamic, Talion can take opponents apart with his swords, fights quickly 
‘end up being hectic battles with several enemies. Time and time again we are joined 
in the fray by powerful captains and warchiefs, who are introduced by small cinematic 
‘sequences that break up the mix of quick time events and real-time action. The most 
‘outstanding thing about your enemies is that they're randomly generated by 
Monolith's own Nemesis system, a system that powers the aforementioned events. 
This ensures that each player will have their own, sometimes distinctly different, 
‘experience with the game. You can tackle wildlife as well, easily subduing wid Wargs 
and using them as mounts. You can even earn skills that set their coat on fire, burring 
ores as they pass, 

Middle-Earth: Shadow of Mordor delivers strong action in an open game world. It 
should definitely be marked down on the ist of games to check out this autumn, and 
that's as a fan of Lord of the Rings, and as a fan of good action games. 


THE EVIL WITHIN 


Mikami’s return to survival horror takes cues from a lot more than just Resident Evil. 


There's a strange sense of déja vii at Evil Within’s demo beginning. As we come up 
‘ona large, mysterious mansion, our character Sebastian states he's never been there 
before, yet it feels strangely reminiscent. The same can be said of the game as a whole, 
as it mixes elements we are familiar with, but puts its own unique spin on them. 

It may be Resident Evil creator Shinji Mikami's return to survival horror, but this in fact 
may have more in common with Silent Hil as far as narrative and theme goes. There 
are elements of the mechanics that mirror The Last of Us, while there are parts of the 


‘experience that remind us of Dark Souls. 

Dealing with the not-quite human enemies of The Evil Within is not as straightforward 
as dealing with zombies, You can hide in cupboards and underneath beds, use bottles 
to create distractions lke in The Last of Us, sneak up on them for sient stealth kills, but 
you're also going to spend a match on some in order to burn them and make sure they 
don't rise again, Melee attacks don't do much good, but can buy you alittle breathing 


room. And then there are enemies you simply have to run from. 

‘Our hands-on focused on two edited down chapters - 4 and 8 - and we're left trying 
to figure out the context. I's ike being given a couple of dozen puzzle pieces and 
trying to figure out what the full thousand piece picture would look like, 

Chapter 4 "Inner Recesses" sees Sebastian guiding a companion, a doctor who's 
looking for a patient of his, Leslie, through a hospice. The doctor is not exactly the most 
inteligent A. companion we've ever had the pleasure of escorting, and while he does 

nothing that affects gameplay negatively, his chatter tends to be 

illtimed, We find Leslie, He seems out of sorts. Expected given 
E he apparently resides in the nightmarish dimension. As the three 

of us plan to make our escape a character appears in a corridor, 

The doctor recognises the figure as Ruvik, who he asks us not to 

follow him as Ruvik waks away. There's really only one option 
here, and it's at this point where an image of Admiral Ackbar pops into your head. 

Itis indeed a trap. We're locked into a larger room with some sort of foul liquid in the 
middle, lots of walkways and plenty of traps set up. Ruvik seals the exit with some sort 
‘of magic (apparently meat-based) and through what would appear to be blood magic, 
he spawns a large group of enemies that rise from the sludge at the center of the room, 
‘As we negotiate this room we quickly move to disarm the traps and harvest the 


materials to create ammunition for our Agony Crossbow - a last resort weapon that can send a 
variety of darts at enemies or your surroundings (setting up new traps). 

Next, we run into a half-spider, half-woman, with a hint of the Icecream man from Legion, 
We're attacked by the terrifying beast and left with only one option. Run. 

Some enemies (and not just in scripted events such as this one) you're simply not capable of 
damaging. We realise this as we watch the four-legged monster devour Sebastian in a scene 
that you don't want to miss out on. It's worth dying once or twice just to see what happens in 
The Evi Within, 

This is a game that turns opening doors into an art form. While other items you can interact 
with produce contextual pop-ups, you'll see no such thing with doors. Doors can lead into a 
closet, or another dimension. All look the same to the player. 

You can open them slowly and quietly or kick them open. The latter will attract enemies, but 
can sometimes offer a tactical advantage and the slow relevation of what's on the other side 
(that includes an animation that lasts for a few dreadful seconds) makes for great tension. 

Chapter 8, "Cruelest Intentions", leans more heavily towards puzzles and exploration. It's set 
in the aforementioned mansion, a place where research of an unethical nature has been taking 
place. The doctor, who now appears to be a villain and someone we're pursuing, now in the 
shape of some kind of spectral apparition, escorts an individual who lives in this mansion 
through a set of doors. A massive door locks behind them and we're tasked with opening it by 
sending three sets of vile liquid through the lock mechanism. 

The Evil Within is atmospheric, fairly conservative with its scares, but you'll be crouching 
throughout most of the game to avoid detection and you'll likely light your lantern at the risk of 
attracting enemies just to ease your anxiety as the darkness grows thick. 

We came away impressed after a couple of hours and two chapter's worth of scares. it may 
not impress technically, but it still manages to produce the kind of atmosphere that is key to 
the genre, and the fact that we're left with more questions after the session is an indication the 
game wil deliver come October. It's the Japanese survival horror evolved, 


The much-delayed PS4 racer is very much alive. 


Driveciub's delay from PS4 launch title last year is explained by the team. 
It was a result of the so-called Dynamic Menu - the menu that is the hub for the 
social experience in Driveclub. The developers weren't satisfied with how it 
worked, neither as accessible or intuitive as it needed to be in a game where 
social features are at the core of the experience. 

‘The game's design allows the player to join clubs and compete against other 
clubs. Each club can contain up to six members. By winning races and clear 
various challenges during the races, you earn Fame and climb the ranks, which 
in tum unlocks all kinds of rewards, such a new car models. You can unlock 
most of the content via the single-player campaign, but approximately 15-20 
percent of the content is only accessiable by competing with cubs. 

Everything you earn as a member of a club is tied to that specific group, 
meaning that if you were to unlock an exclusive and seriously sexy sports car 
and suddenly feel and urge to leave your Club behind - then you lose that car. 
If you rejoin you instantly regain access to the car, The team want to encourage 
players to remain commited and invested to their fellow racers. 

During the hour we spend with the controller in our hands we get a decent 
feel for the game. We erjoyed the driving physics, the focus on team-based 
challenges and the fact that the focus is on the driving experience rather than 
the constant unlocking and collecting of things like in Gran Turismo. The single- 
player campaign on the other hand failed to entice us, at least not from what 
little we got to sample of it. The game clearly comes across as having been 
built with clubs and online in mind. 

Exactly how well the social component works out in practice remains to be 
seen, but the developers seem to have the right idea as there is a lot of talk of 
accessibility and simple navigation. It's good to know the game is alive and 
well after some time in the dark, and if the studio get it right they could, and 
shoud, reap the rewards. 


This year’s Call of Duty will not be like its predecessors. With a 
new studio, a new world and fully focused on next-generation 
consoles, the future of the world’s most bombastic game series 
looks better than ever. Gamereactor traveled to Germany to 
sneak a peak at how Activision plans to reinvigorate the world's 
best-selling game series for the new generation of players. 


‘MMMERTIE Sledgehammer Games 
joined the world of Call of Duty 
tin 2010 and stepped in when 
Infinity Ward needed help with 


are the most 
important indications that this is 
a new era, and new future, for 
Call of Duty. 


“TV shows like 

they all have a narrative that revolves around characters who 
are constantly evolving. Anyone can disappear from the game at 
any time, or even stab you in the back. We want to capture that 
feeling of not really knowing what to expect.” 


TALS OF THEWNOPECTED Variation wil, 
according to Sledgehammer 
Games, permeate Call of Duty: 
‘Advanced Warfare. It promises 
multiple changes in tempo during 
the campaign, and the player will 
visit new and interesting places. 
Whether we're hit wit the ‘return 
to battlefield’ ioon if we try and 
explore is unknown, but Glen 
Schofield emphasises that he 
abhors such tired game design 


There is security in routine. Comfort in the 
familiarity of repetition. Each winter for 

the past six years, gamers have played a 
new Call of Duty. Sales have proven that 


we find something reassuring in that. 


For the vast majority that status quo will do just fine, but not, it would seem, for 
Sledgehammer Games. In recent years we have been spoon-fed war in all its forms. During 
the early 2000s we were stuffed to bursting with action from the frontline of World War Il. In 
recent times we've seen a shift to modern battfields, and it's fair to say that we're starting 
to become jaded when it comes to the depiction of contemporary and near-future conflict. 
That is something that Sledgehammer Games wants to change. 

But we didn’t know that when we arrived at an event in Munich to see Activision's latest 
entry in their evergreen series. What we got was a first look at Call of Duty: Advanced 
Warfare and insight into the new elements that are coming to the series. 

At the helm of this project stands veteran developers Glen Schofield and Michael 
Condrey. Five years ago they founded Sledgehammer Games a year after shipping sci-fi 
shocker Dead Space with former studio Visceral Games. One of their first tasks was to join 
forces with Infinity Ward and help with the development of the game that would go on to 
become Call of Duty: Modern Warfare 3. With that in mind, it was only natural that many 
expected the company to take the safe route and develop yet another game in that series, 
especially considering that this represents the first time they're being asked to steer the 
good ship CoD entirely on their own. However, Sledgehammer are quick to assure us that 
they're not just there to make up the numbers, Call of Duty: Advanced Warfare is to be 
nothing less than the start of a new era. 

That new era means that modern day conflict has been cast aside in favour of a more 
innovative vision of the future. Schofield explains that the concept works on multiple levels. 
On the one hand he is referring to the fact that this is the first game in the series to be 
developed over three years, rather than the two year cycles that Infinity Ward and Treyarch 
had been working in when they guided the series by themselves. On the other hand he 
refers to that fact that this is the first instalment in the series being developed exclusively 
for PlayStation 4, Xbox One, and PC. But, above all that, he points to the fact that they've 
placed the action in a future setting, and that means new technology and fresh game 
mechanics for us to take note of. 

During the presentation there's a vibe that takes us back to the first Dead Space, and it 
becomes so pronounced that we almost forget that this is actually a Call of Duty game 
that’s being presented, During a pre-recorded sequence the atmosphere is as dark and 
heavy as we remember it being as we stalked through the corridors of the USG Ishimura. It 
almost feels like a tribute to their own heritage. 

Private Mitchell, the game's main character - voiced by Troy Baker - is creeping through 
an apartment complex, avoiding patrolling guards with his companion. It goes like 
clockwork, and is exactly as we have come to expect from previous Call of Duty games. It's 
a fine balancing act; to continue to keep the essence of the experience intact, just as we 
have come to expect it, maintaining traditions that the audience will enjoy along with 
introducing new features. On the other hand Sledgehammer wants to attract new players, 
and to give the single-player campaign replay value in the form of scattered audio logs and 
an upgrade system similar to that which was previously available only in multiplayer. 

During the same sequence Schofield reveals that they've put a lot of time into making the 
sound a more spectacular experience than before, One example mentioned is that the weapons in earlier releases had two or three 
different audio variations when a shot is fired: this has been increased to about seven different sounds per weapon. 

“We have also added a focus on telling a story about family, loss and brotherhood... The medium that manages to best convey those 
feelings are TV shows. Game of Thrones, The Walking Dead and House of Cards are all examples of truly amazing series which in recent 
years have grown tremendously in popularity. What they all have in common is narrative that revolves around characters who are 
constantly evolving. Anyone can disappear from the game at any time, or even stab you in the back. We want to capture that feeling of 
not really knowing what to expect." 

Michael Condrey then takes over. The next demonstration kicks off with a very familiar voice booming through the speakers. On 
screen we're introduced to Kevin Spacey, the brilliant actor who, among other things, is currently starring in the television series name- 
dropped earlier by Schofield, House of Cards. We're watching the trailer that everyone has now already seen for themselves, Spacey’s 
authoritarian voice thundering through a monologue about the ludicrousness of democracy. Spacey - dressed in a futuristic, collarless 
shirt - is playing the role of the power-hungry leader Jonathan Irons, and instantly gives Advanced Warfare a touch of A-list glamour and 
gravitas. 


Military outfit Atlas provides you with an exoskeleton before battle, 
giving the user the ability to leap huge distances, climb walls and 
throw enemies like rag dolls: it’s the battlefield of superpowers. 


So the setting is futuristic, and the same can be said of the tech that's powering it. 
It's being developed exclusively for the new-gen consoles, but it’s also clear from the 
visuals of this early build that i’s not the finished article just yet. Occasionally the 
demo suffers from strange shadows and frightfully low-res textures. On the whole, 
however, it’s safe to say that this is looking like it's going to be the best looking entry 
in the series so far, 

During the reveal we're also introduced to a military company called Atlas. Every 
soldier in this privately owned unit is provided with an exoskeleton before heading 
into battle, giving the user the ability to leap between moving vehicles, climb up 
walls, survive devastating explosions, and slow down time... 

The list goes on and abilities are explained almost like superpowers, something 
that may help when it comes to stopping the high-tech terrorist organisations that 
threaten to destroy everything we hold dear. The year might be 2054, but it’s worth 
pointing out that the majority of technology featured in the game is actually based on 
technology that exists in reality, albeit still in the developmental stage. Everything 
from gun-mounted laser beams to homing grenades are available in this dystopian 
vision of the future. 

‘Another weapon, which according Condrey is not used in order to kill, is a sound- 
based weapon that's demonstrated in a car chase across the Golden Gate Bridge in 
San Francisco, In this pursuit your goal is to disable the car you're hunting with the 
pulse gun, instead of blowing it to pieces in the traditional sense. Later on in another 
mission, the player is introduced to what looks like an anti-grav motorcycle, and 
uses it to race through a rainy city at night. However this time it’s in relative peace 


and quiet, without a chase sequence or any wall-mounted armaments, 

One of the things that really rams it home to us that this game is from the same 
minds behind Dead Space is that this year's Call of Duty has something similar to 
Isaac Clarke's UI, menus lighting up on screen and a health meter attached to the 
character’s back. Once again this almost completely eliminates the blanket of 
information that constantly swamps our screens in other games. Ammunition 
counters are now displayed using a small indicator on the weapon you are holding, 
rather than being a constant presence in the corner of the screen, and choosing a 
grenade type is done via a hologram called up in the palm of your hand. To this end 
Sledgehammer are trying to take another step towards the goal of pulling the player 
into a totally immersive gaming experience. Watching these pre-recorded sequences 
is a little bit ike watching a movie because of this approach. Besides some 
compulsory “Press X to rip the car door’ moments occasionally hitting the centre of 
the screen, the interface is very clean and tidy. 

How well this style will translate to the ever-important multiplayer mode, as well as 
the co-op campaign that's also set to be included, is more difficult to predict. For 
casual players the change will likely make little impact, but for those who're 
entrenched in the series, the shifting visual language will impact more. 

We applaud Sledgehammer Games for showing the ambition to revive a 
stagnating game series with some fresh ideas. The three-year development period 
appears to have given them the time they needed to realise their own vision of the 
future - not just of warfare, but of the series itself. For the first time in nearly five 
years, we're excited about Call of Duty. 
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Watch Dogs 


PC PS3 PS4 XBOX 360 XBOX ONE ! 


The unofficial subtitle should be "Ubisoft's Greatest Hits". Multi- 
team productions are now an established part of the publisher's 
development plans in order to hit milestones and share the workload 
of their large Triple-A franchises. Yet its newest IP, more than any other 
in the publisher's catalogue, feels like a Frankenstein experiment that 
sows together the strongest elements from its other series. This isn't 
necessarily a bad thing, as the result is far from a freakish monster. 

There's an Assassin's Creed-style free-run, a stealth and cover 
system that's been lifted from Splinter Cell. Even driving has the 
arcade handling of a Driver or The Crew. Even central lead and 
computer hacker Aiden Pearce feels like an amalgamation of Nolan's 
Batman (gadgets), Jack Bauer (excessive violence to pursue a lead) 
and Clint Eastwood (that forty-a-day gravely voice). 

Watch Dogs presents a condensed, artistic interpretation of a real- 
world city. The game's Chicago shrinks the layout and different 
districts, but the location's unique architecture and landmarks are 
present. There's a distinct vibe and you grow to appraciate its look 
and feel the longer you linger on its streets, and with its talkative 
populace mixed in, it feels wholly alive. 


You're passively connected 
{to everyone else online when 
playing. Use your mobile to 
select a MP mode and ping 
other players invites. You've 
(got one-on-on Taling and 
Hacking modes, as you try 
and find the other player in 
Yyour world, Races, as well as 
team-based deathmatches, 


You'll need to take out a 
district's otOS tower to allow 
yyot to hack into mobiles jn the 
surrounding area and flag 
points of interest 


Publisher | Release 


That last is an important point. The game's central 
distinction from its competition, electronic hacking, pervades 
every aspect of the experience. It's the central story arc, as 
Pearce tracks down those who ordered a bungled hit on him 
through their digital footprints. Part of that is through ctOS, a 
centralised data hub that controls everything from Chicago's 
traffic lights and cameras, to tracking online activity. 

We're able to tamper with this system through Aiden's 
mobile phone. Click a button and Pierce pulls his mobile from 
his pocket, and the screen lights up momentarily to indicate 
he's now connected to the grid. Panning the aiming reticule 
over different things elicits different responses and options. 

Every NPC in the area gets a pop-up window detailing their 
name, financial records and their dirty secrets. Anyone on a 
mobile can have their bank account hacked, letting Aiden 
pull money from local ATMs, or reading their text and phone 
conversations unlocks side missions. Given the length of 
time spent in Chicago and the amount of people we pass, 
the voice-work and text type is massively impressive in both 


range and quality. 
But it's in the main story missions that hacking comes into 
its own. As with weapons, driving and crafting, hacking 
offers a series of abilities that are gradually unlocked through 
XP gains, earned during missions, both main and side. The 
escalation is impressive - blocking a foe's ability to radio in 


VERY FEW MISSIONS ENFORCE THE NEED 10 REMAIN 
UNDETECTED. WE WANTED TO SEE MORE STEALTH 


backup is one thing, but cutting the power to an entire city 
block so you can move undetected during night-time 
firefights remains enjoyable to the game's end. 

Most, but not all, objectives revolve around entering a 
heavily-guarded area to hack a computer, and exiting alive 
rather than in a body bag. Your palm-sized mobile device 
allows you to hack cameras, then jump between any others 


Vulnerability Detected 


Hack to c 


The mobile Companion App 
allows those downloading tt 
to contro! the city's clos 
system on thelr phone or 
tablet and challenge players 
in-game, Similar to the MP 
‘checkpoint Race, the In- 
‘game player will need to hit 
Doints across the city, while 
the IPad owner tres to stop 
them by disrupting trafic 
lights or directing police cars 
to thair location 


in the vicinity, effectively letting you case the joint prior to entry, and 
plan the best access point in and the best route through. 

But while the emphasis is on stealth, more times than not we ended 
leaving under a hail of bullets, as very few missions enforce the need 
to remain undetected. Shame this wasn't a mission objective more 
often, as you'd be forced to think tactically, work methodically. 

Infiltrate, firefight, chase or escape. The game mainly sticks to 
formula throughout, but because all these elements are well-polished, 
they rarely get boring. Optional objectives aren't as well-fleshed out as 
the main story, becoming a matter of finding clues and scanning them 
with your mobile. Variety and originality would have gone a long way to. 
making all these seem an essential part of the game and an extension 
of Pierce's role as vilgante. 

The hacking abilities aren't quite as ambitious as your imagination 
would let you run with, the game not as detailed as you'd hope. But 

these are a smattering of issues. For the most this is great, 
interesting stuff, and the character work is solid. Despite 
the amalgamation of different franchises here, the IP is 
strong, the ideas and execution good. 


Murdered: Soul Suspect 


PC PS3 PS4 XBOX 360 XBOX ONE 


Hf you're doing a story-driven game, the script has to shine. Shame that 
what had looked so promising during our preview sessions proves to be a ittle 
weak overall, as Airtight’s afterlfe-set detective mystery overcooks the cliches. 
‘There's not enough sense of O'Connor's own personality among the usual 
genre beats to allow him or his story to excel, even if things pick up as we 
approach the game's dlimax. 

Gameplay-wise, this is a mix between L.A. Noire and Beyond: Two Souls. As 
a ghost, we can pass through walls, read people's thoughts and influence the 
environment around us in search of clues that will lead to our killer, A great 
concept, and initially fun to play around with, the execution ultimately feels very 


IT'S A GREAT CONCEPT AND INITIALLY FUN TO PLAY 
BUT ULTIMATELY BECOMES VERY LIMITED 


limited. There's little room for experimentation and there is rarely more than a 
predetermined solution to a problem. For example, we have to track a suspect 
from a police station, and distract the cops blocking our way in prime 
poltergiast fashion by fiddling with electronic devices such as phones and 
printers in the office, Some items get no reaction at all, while others had the 
police scratching their heads, The result is a very controlled experience where 
we didn't even fee! the ilusion of free will 

Sometimes demons wil appear that need to be avoided, but they're so rare 
and easy to tackle that the confrontations with them are more annoyance than 
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Publisher 


exciting obstacles to overcome. There's the feeling they are here 
just to give the briefest idea of a challenge. 

Much like L.A. Noite, we look for clues at a crime scene which 
you then piece together to solve its riddle, Unfortunately, this is as 
simple as finding and evaluating all of the clues and identifying 
which of them is most relevant to the case. There is also no 
challenge as you use the process of elimination to determine which 
of the clues the game wants you to pay attention to. There's no 
meaningful punishment and you're free to blindly test until you 
stumble on the right solution, which are sometimes almost 
insultingly obvious. I's never very rewarding to solve a mystery. 

While we can choose what to say in certain conversations, it's 
just a way to select the order to ask the questions rather than to 
shape the dialogue to our suiting. A deeper system like in Mass 
Effect or The Walking Dead would allow us to immerse ourselves 
better into the character. 

Outside the cutscenes, animations are horribly stiff and the small 
town of Salem never feels like a real place, just a number of areas 
glued together without any sense of continuity, while NPCs move 
erratically without reaction to the environment (the game doesn't 
seem to understand that not all characters are ghosts). 

An interesting concept turns out to be a somewhat 
mediocre adventure. It is a game that wants to try a lot 
but accomplishes very little, and the result is a title 
that's not that fun to play. 


PCPS4 co 5 ha 


Our second playthrough is more enthusiastic than the first. Not 
because we weren't excited to experience the adventures of voiceless 
singer Red in Cloudbank City, but rather because Transistor is a game 
that you need to get to know first before it lets you in on its secrets. 

It's not that the game is overly challenging. Rather the complexity and 
depth of the systems aren't fully revealed until we're half-way through and 
by the time we've really warmed up - the game's over. Then again it's a 
title that was always designed for multiple playthroughs. It's even built 
into the narrative and theme of the game. 

At the start we find the main character Red, a singer who has lost her 
voice, next to a body with a giant talking sword sticking out of it. You pick 
up the sword and off you go. Cloudbank City is being wiped from 
existence courtesy of the Process, a viral infection brought down by an 
dlusive group known as The Camerata. Red won't take the sword's 
(Transistor) advice to leave town, but instead sets out to find the 
members of The Camerata as the city is crumbling, to exact revenge, 
‘There is no rollercoaster of a plot here, it's pretty straight forward story of 


IT'S AGAME THAT WAS DESIGNED 10 BE 
ENJOYED IN MULTIPLE PLAYTHROUGHS 


revenge, and you learn more about the characters involved as Transistor 
absorbs their essence, or soul if you will, 

If you've played Super Giant Games' first title, Bastion, you'll be familiar 
with the narrative technique. Transistor comments on certain things you 
do, while leading you on your way. ff you happen to stray or take a wrong 
turn, he'll let you know. The narration is accompanied by wonderfully 
jazzy tunes that makes for a soundscape that ranks among the best in 
video games. 

It's a predictably dark story, but it's one that never offers any dramatic 
highs or lows. We're just jogging along at the same pace throughout the 


Combat in Transistor is a 
combination of realtime and 
turns, An encounter sees you 
dodging enemy attacks in 
real-time, then pause to set 
Up attacks - rinse and repeat 


journey. That said, we really appreciate the narrative 
technique and how everything is carefully thought out. 

Ifthe story is somewhat uneventtul, it's the combat 
that will keep you coming back for more. While it's 
difficult to get into at first, there's tremendous depth 
as the combat evolves with each function you unlock. 
‘There are 14 functions (or skills) in total and you can 
place them in an active slot (an attack or skill you use 
either in real-time or queue up during the tactical 
phase), a passive slot providing you with a boost or an 
upgrade to an active skill that tweaks how that skill 
works. This allows for tremendous variation between 
four active slots with two upgrade slots each and four 
passive slots. The active skils are mapped to the face 
buttons and can be used both in real-time or during 
the turn-based phase of combat. There's a lot to get 
to grips with and since it's a rather unique system it 
takes a little getting used to. 

Super Giant Games clearly opted against forcing the 
player to start out the game with a tutorial. instead 
challenges are unlocked that'l introduce combat 
mechanics over time. It's a gradual reveal of the deep 
combat system that lies under the game's surface, but 
again means it takes a while to grasp everything. 

Super Giant Games avoids the dreaded sophomore 
slump, and Transistor is certainly a game any fan of 
turn-based tactical RPGs should take a closer look at. 
It's beautiful, memorable, highly replayable, deep, 
stellar from a sound perspective, but ultimately falls 

just short of the high bar set by {Bastion}. 
Maybe it will grow even more on us by 
the time we set out to complete our third 
playthrough of the story. 


ULTRA STREET 
FIGHTER IV 


Genre Publisher 
Release 


This update is based on feedback. 
Capcom says they've listenad to the top 
pro players and over 30,000 comments 
from the community to create this fourth 
and final version of their masterpiece, 
Street Fighter IV. 

But the adjustments are such that you'll 
need to have played the previous versions 
to get a foal for what's new, The idea is 
that all fighters now should be considered 
top tier in the roster rankings. 

We won't know if that’s true unti years 
from now, but it sure feels right. One prime 


NEW CHARACTERS HAVE 
JUST BEEN LIFTED FROM 
THE SF X TEKKEN TITLE 


example is Akuma, who has been toned 
down a few notches, and there's a new 
feature called Delayed Wakeup. 

It allows us to choose when we want to 
got up after being knocked down, and 
thereby avoid getting up into Akuma’s 
bombardment from above, which makes it 
necessary to use new tactics with him. 

‘The single biggest gameplay change is 
the addition of Red Focus, absorbing 
entire combos with perfect timing, It's a 
contraption that changes the game 
fundamentally and will probably be a 
brutal weapon in the right hands. 

‘As with every new Street Fighter IV 
incarnation, Capcom has also thrown in 
new characters. This time we've had five 
new additions, but their inclusion feels a 
little cheap, as the company have been 
lazy enough to take four of them and their 
backgrounds from Street Fighter X Tekken. 
Only Decapre is brand new, but is still just 
a variation on Cammy, which feels like a 
big disappointment. 

To sum it up, Ultra a great way to end 
the Street Fighter IV saga and will ensure 
that it continues to be played for years to 
‘come. But it's not as good as it could 
have been if Capcom hadn't been so 

cheap with the content many 
stil consider to be the most 
important thing - the new 
characters. 


CUBAN FURY 


BLU-RAY /DVD Dancing rom-com starring one half of Hot Fuzz, as Nick Frost shows his 
talents aren't limited to belly laughs and sidekick acting jobs. 


Genre OONEDY R12 Release 


This Nick Frost rom-com is warm, uncynical and tight. View the 98 minute 
running time against the glimpses of unseen scenes in the disc's extras and 
you'll realise this is a movie that's clearly been chiseled down to its finest 
points, even if those points aren't particularly sharp. 

Frost plays Bruce Garrett, an ex-child salsa dancer who's spent the last 25 
years since he put on his dancing shoes wallowing in self-doubt and timidity 
after a severe beating when he was young left him traumatised over his 
passion and killed his enthusiasm for dancing. 

This reads much worse than what's seen on screen. While that's not to 
dismiss bullying, this is soft touch romantic comedy; his prologue self is 
victimised and roughed up, but what's shot isn't brutal It’s perhaps more a 
reflection on us and the sharper, darker comedies that we've grown 
accustomed to that we have trouble believing that this event not only saw 
Garrett give up his dream, but effectively brought his emotional development 
to a full stop so completely. 

‘And, as this genre goes, it's the potential of a relationship (or any, as we see 
Garrett and friends doing weekly counts of women they interacted with outside 
family members and coming up zero. The humoured assurance in which they 
do it suggests a long-running ritual with no expectation of arriving at another 


BLAZING SADDLES 
AAs light as the tlm they're 
bul onto the back of, the 
disc extras are stil worth a 
watch through - though t's 
the outtakes ahead of the 
behind the soanes features 
that are essential viewing. 
‘You have to wonder how 
‘many times Frost and 
O'Dowd cracked up during 
filming, 


number) with someone new in his life - his boss, played by 
Parks & Recreation's Rashida Jones - that gets him off his 
metaphorical and actual ass, and back into the salsa 
scene when he realises she's into it as much as he was. 

If the are’s end is obvious and well-worn in this genre by 
now, I's the story and the acting that'll make a flm such 
as this rise above its peers. The conservative run time 
doesn't allow for any unexpected swerves or surprise, 
Which is fine for some parts (we don't need to know why 
Garrett's competitor for Rashida’s Julia is such a twat; 
‘everyone's experienced Chris O'Dowe's character in some 
walk of life) but leaves litte time for others. Why has Julia 
been transferred from America, and more importantly why 
the hell has dance teacher Ron (lan McShane, giving as 
family-friendly take on his Deadwood character Al 

‘Swearengen) went from success story to down 
and out drunk? 
We get litle fleshed out, ite concrete. But 
that's old-school rom-com for you. 


TRUE DETECTIVE 
Genre R 1 Release 


For allt heavy-handedness In brutalty, 
thls elght-part detective series is very 
formulaic when It comes to the case under 
Investigation, You'l work tt out before they 
do due to familar genre beats. What make 
this such compeling viewing then Isnt the 
murder mystery, but the human drama and 
Incredible characterisation work on two 

We chart nearly two 


mer 
OF f thelr wes, That's the 
real casework right there, 


ROBOCOP 


Gene R |? Release 


it sn't that this remiake of the 80s classic Is 
‘complete disaster. The problem Is that It 
{s so bland, and the 12 rating mee 
tale of a cop tumed cyborg lacks any bite 
but more importantly, whatever the rating 
Would be, the script lacks the heart that 
ade the original so good In the frst place, 
A cast that can do great work on any movie 


such as Michael Keaton, Gary 
@) Oldman and Sam L. Ja 
are wasted here, 


s the 


LAST VEGAS 


Genre R 1) Release 


A light-hearted comedy picture about four 
old friends reuniting in Last Vegas for a 
stag do, There's ite n the way of laugh 
out loud Jokes, and the hope that this could 
give The Hangover a run for its money dles 
quiokty as the story hits al the expected 
beats. As Silver Lining Playbook and 
American Hustle have proven, Robert De 


Niro can stil pull a powerful 
G6) performance when pushed: sadly 
here he's happy to coast. 


OF TOMORROW 


Cinema Tom Cruise fronts a sci-fi spin on Groundhog Day, but despite its 


clear inspiration 
Genre R Release 


Arguably there's litte original about this film. With echoes of 
Groundhog Day, Source Code, Aliens - amongst others - this 
story of a soldier forced to repeat the same battle against an 
alien threat over and over due to a time loop seems a retread, 
Yet as we've leamt from the top-tier titles that have released in 
the wake of their respective genre's iconic figureheads, just 
because it's not wholly original doesn't mean it can't shine. You 
only have to look at thity year's worth of top-notch sci-fi films 
post-Star Wars to figure that out. 

‘Tom Cruise slides back into the science fiction genre as the 
central protagonist cursed (or blessed) with a new-found ability 
to skip back in time, While Groundhog Day took pains to reshoot 
the same scane and shot muttiple times, with only Bill Murray's 
performance adding any contrasting nuance to previous takes, 
director Doug Liman lingers little on the same trick, only using an 
initial repeat of the establishing sequence to convey Cruise's 
confusion and earn our understanding. Henceforth he tracks the 


this flick doesn’t play like a repeat of past glories 


same days from different angles or locations, and only using a 
smattering of quick-fire repeat shots to emphasise the darkly 
comedic potential of a lead who has to die to become a better 
soldier and survive longer on the battlefield, 

We find Cruise, while ostensibly playing Tom Cruise in every 
film he's been in recently, bringing necessary, if not deep, layers 
toa role that demands cowardice, despair, dismissal and 
renewed hope. But despite his name placement and poster 
standing, this is really Emily Blunt's film. Her portrayal of revered 
soldier Rita Vrataski is captivating. 

Oddly givan the movie's premise, the war portrayed here 
proves surprisingly bloodless. As with Godzilla, chasing that 
wider audience-puling 12A means it's the most family-friendly 

war we've seen on the big screen in a long time, 
This is solid sci-fi work, and it's telling those 
changes we'd want are small alterations rather than 
widespread transformations, 


X-MEN: DAYS OF FUTURE PAST 


Gerre ACTION RATING 12A Release 22 MAY 


This uniting of old and new casts of the long-running X-Men series 
brings out the best of the cinematic franchise. An old 


Wolverine of the future in sent back to the 80s to avert an event 
that'll lead to a dark world in which mutants and humans are 
hunted by Sentinels (hulking Killers giving the best robot turn 


since F100). The action scenes are the best th 
, while Hugh Jackman, James Mc 
Michael Fassbender keep quieter moments compelling. 
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Stay in touch with gaming on the move. Download our newly-updated 
mobile App for your iOS or Android device, and get all the latest on the 
gaming industry straight to your phone. 


DOWNLOAD GAMEREACTOR'S 
AUGMENTED REALITY APP FROM. 
‘APP STORE OR GOOGLE PLAY 


> FOR MORE GADGET REVIEWS. fect! to yw gamiereactor.co.uk/gadgets forthe latest re 
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Putting the best 
under the test 


Asus Rog G750 


GAMING LAPTOP With a reduced price and great design, this could 
be one of the best (nearly) portable gaming rigs around 


‘Manufacturer (|) Release |9\\' Price 


‘Asus have made a name for themselves with quality hardware, Rigs that generally tend to be 
well thought out, durable and offer that hard to achieve sense of luxury that is oh so elusive when it 
comes to PC gaming. 

‘The G750 is a crowning achieverent of sorts, equipped as it is with the fourth generation Intel Core i7- 
4700HQ, running at 2.4 Ghz, with 32 gigabyte RAM and a Nvidia Geforce GTX 880M (4 gigabyte video 
memory). We've tested this beast with a range of demanding games like The Witcher 2, Metro: Last Light 
and Crysis 3, and enjoyed silky smooth framerates with all of the settings tured to max. 

As is usually the case with gaming laptops, it's a big and heavy piece that you'd be hard-pressed to call 
portable, But this amount of power hungry technology requires ventilation and a decent sized transformer, 
During our stress tests the fans naturally make a lot of noise, but we never encountered any overheating, 
‘Surplus heat is released in the back, something that is prefered to vents on the side, as where we plug in 
cables and USB sticks sometimes can make these extremely hot. 

‘The 17.3” screens gives us a 1920x1080 resolution. It's of good quality and matte, and naturaly it's 
given a coating to prevent reflections, but to be honest we've seen better screens. Therefore this is the 
G750's weakest link - but it's just one negative against the rest that's all so positive. 

The iluminated keyboard has a standard layout and works excellently with incredibly responsive keys. 
Given the size of the laptop there is even room for a numeric keypad and plenty of space that makes your 
life easier when it's not used for gaming. 

Macro keys and the likes are missing, something that would have been nice given that this is being 
marketed as a dedicated gaming laptop. The large touchpad is a little overly sensitive, but works 
excellently and will be handy when there is no mouse available, 

Overall the G750 offers a great alternative to the Alienware range. The performance and quality per 

pound is hard to beat and for those who often attend LAN parties, travel a lot or simply enjoy 
being able to hide away the gaming rig after a session — it's difficult to imagine something 
better. This may be the best gaming laptop for the price range on the market today. Just 
make sure you grab a sturdy laptop bag to carry itin as well. 


Steelseries 
Sensei 
Wireless 
Mouse 


GAMING MOUSE 


‘Manufacturer Release ° Price 


Another month, another gaming mouse. If 
the creators in this comer of the gaming 
market didn’t keep producing such high- 
quality products, we'd have tired of checking 
these things out. Yet, as with the latest device 
from Steelseries, the build quality is so good 
and the design so well crafted that we can't 
help but get excited when we slip the newest 
product out of the box. 

‘The Sensei Wireless mouse, built for the 
eSports gaming circuit, comes with a hefty 
and heavy charging base and a USB cable to 
charge the mouse from your laptop. A simple 
‘Connect’ button on both both base and 
mouse allows you quick and simple syncing. 

‘As with their previous builds, the Sensei 
feels immediately comfortable in your hand, 
the rubberised grips giving you a firm hold 
cover the mouse's body. There's eight fully 
configurable buttons on the device's shell; the 
two main finger buttons and clickable track 
‘wheel on top, and four rectangular buttons 
set flush with the body's side, one pair on 
‘each side to suit whichever hand you prefer 
to game with. However, it does make it alittle 
difficult to comfortably click whatever side 
your pinky finger would be resting on. we've 
stil to find a smooth way of hitting those 
buttons while we tried the mouse out. And 

the Sensei comes at a premium 
price: £139.99 for a wireless 
mouse, even a eSports-tailored 
one, seems extreme. 


Metal | 
Gear Solid 


Valiant Hearts associate producer 
talks the other great war story. 


“My son's middle name is Hideo. | named him that because 
I'm such a great fan of creator Hideo Kojima's work. | love the 
[1998] original Metal Gear Solid [the game's iconic artwork of 
which, painted by long-term series artist Yoji Shinkawa, you 
can see to the right). 

It's the way he melds both solid gameplay and emotional 
narration for the player; to me the original is a great mix of 
both those things. The PSOne title knocked me off my feet. 
| wasn't in the industry at the time, but it had a huge impact 
‘on me. It’s probably that entrance - all MGS entrances are 
similar, as they introduce Snake in a very cinematic war - and 
you know you're in for something special. 

I've played games for thirty years now, but that one was a 
revelation, The game has so many good ideas. That's why | 
always look forward to the next title in the series coming out.” 
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Closed Beta: The Countdown to Launch 


PLAYERS WERE BUSY IN THE BETA! 


MOST POPULAR RACES This piano constructed was the 


most complex fan-created item, 
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created. Almost 3 times larger than shy of the age of the universe (13.8 billion years). 
Carbine’s home city of Aliso Viejo 72,000,000 quests completed. 
(population 49,493). How was experience earned? 
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*All figures are from WildStar’s Closed Beta www.WildStar-Online.com ncsoFT: Carbine] 
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